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This rugged and mighty off-road 
behemoth can conquer any terrain. 


Weil balanced off-road ability and on-road 
handling keep the Jeep in every race. 






Jeep WrangleV 



Quick and agile f this V8-powered 


Chevrolet* 
K1500 Z7T“ 


Land Rover™ 

Defender 90 



import can negotiate the tightest Extraordinarily powerful and surprisingly 

spots due to its compact stature. controliable-a true off-road monster! 







































Conquer The World’s 
Most Wicked Terrain! 


Engage in wild MULTI-PLAYER 
ACTION via network, modem, or 
split-screen racing. 


any of 9 camera views 
selectable on the fly! 


12 tracks test your off-road skills. 
Negotiate treacherous terrain as you 
battle for the checkered flag! 


Four ways to race: SINGLE RACE, 
FULL-SEASON, CLASS LEAGUES, 
and MIXED LE AGUES. 


Three unique environments: 
Desert, Snow, and Forest affect 
the way your car handles and 
maximize gameplay. 


Unlimited replayability... much more challenging than your average racer. 

-PSExtreme 



To order direct call: 1-800-245-7744 
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Test Drive is a trademark of Accolade, Inc, © 1996 Accolade, Inc. 
AH rights reserved. Developed by Elite Systems. The Land Rover 
name and logo are trademarks of Rover Group Limited used 
under license. Hummer and Humvee are the registered trade¬ 
marks of A.M. General Corporation. JEEP and Jeep grille design 
are registered trademarks of Chrysler Corporation, U.S.A. and 
are used under license. ©CHRYSLER CORPORATION 1996, 
Chevrolet K-1500 Z71 and Body Design are trademarks of 
Chevrolet Motor Division, General Motors Corporation, used 
under license by Accolade, Inc. The Need For Speed is a trade¬ 
mark of Electronic Arts. 
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NEUS: Page Ifi 

Sony wins awards, makes big dough, 
Eidos makes big dough, you’ll never 
play Tobal No. 2, Namco digs out more 
classics, Capcom hires talent and 
spiffies Resident Evil. 


EXUTE: 


Page 24 


This month we lay waste to a handful 
of games including: Overblood, War 
Gods, Norse by Norsewest,Tigershark 
and Xevious 3D/G+! 


TREHE: 


Page 32 


Blasto... Sony’s next mega-hit is nearly 
upon us. If you like playing games, 
you’ve gotta check this one out! 


SPECIAL REPORT: 


Page 3b 


The big post-E3 extravaganza is upon 
us. For goodness sake! Wash the dog! 
Hide the kids! Run for the hills! 


ELUSIVE: 


Page 52 


Time for some exclusive screen shots 
of the games every gamer’s been 
waiting for... Crash 2, Tomb Raider 2 and 
Star Wars: Masters ofTeras Kasi. 


PECTINS: 


Page 56 


Not quite E3 preview material... not quite 
E3 post show report.These games just 
kinda fell in the middle. 


RATED: 


Page bb 


More reviews from the kids who get paid 
to play the games before they’re out and 
give you their opinions with a slightly 
cocky attitude and mediocre grammer 
skills. Oh wait... that’s someone else. 
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There has been a lot of talk within the 
gaming industry lately of the possibility of 
new PlayStation hardware, or an upgrade to 
the existing system. Most of this jaw and 
pen-flapping has come from excitable 
"journalists" looking for an edge on their 
competition, and for the big "scoop.” While 
there has been much speculation on this 
subject over the past two years (heck, one 
publication started fueling rumors of a 
"PlayStation 2" less than six months after 
the PlayStation shipped in North America), 
there has been absolutely no basis in fact 
to any of it. The bottom line is that the 
PlayStation has only just begun to establish 
its user base in the US and Canada, and the 
potential exists in 1998 for software 
publishers to sell many more units than they 
have in the past two years combined. What 
we tend to lose sight of, under the myopic 
trance that we sometimes lull ourselves into 
in this industry, is that hardware technology 
establishes new frontiers and new foundations 
— but it doesn't pay for them. 

If we constantly play the game of "the 
next big thing" or think about what wonderful 
box is coming next, complete with Mip- 
mapped whosits, and vector light-sourced 
whatsits, we live in danger of losing our 
customers. While those of us in the software 
and magazine publishing businesses are, 
understandably, excited about new 
technology, if we focus too much of our 
energy and attention on it, we will lose. How? 
By never realizing the full potential of any 
given platform or generation of hardware 
design. Think about the most technologically 
advanced and original games on 16-bit, and 
you will come to the realization that the 
majority of them were released (for SNES 
and Genesis) at the end of the 16-bit life cycle 



— during 1994-96, when the PlayStation 
was first shipping to retail in Japan and then 
to North America. This was a full FIVE years 
after 16-bit systems first graced retailer 
shelves! 

My point in all of this is that we are just 
beginning to see the 2nd generation of 
PlayStation software and, if we use the 16- 
bit years as a historical reference, there is a 
strong likelihood that PS software quality 
will not peak until the year 2000! A little 
more perspective: By the end of 1998, the 
number of PlayStation owners will, more 
than likely, be three times the current 
customer base. If you are a software publisher 
that wants to make money, or a PlayStation 
gamer that wants to play games better than 
he or she could ever have before imagined, 
the LAST thing you want is the specter of 
new hardware. 

Yes, there will be a PlayStation 2, and 
Sony and its technological partners are 
probably working on the feasibility of it as 
we speak (or I write and you read), but it's 
nothing that is going to happen today, 
tomorrow, or the next. Sure, the PlayStation 
could use a little more video RAM, and a 
quicker CD-ROM drive, but I believe that 
the software you will be purchasing this 
holiday season will show that these problems 
can be conquered without having to resort 
to an upgrade that has the potential of 
drastically dividing the installed user base. 

In the end, we don't need a new 
PlayStation and we don't need an upgrade. 
All we really need for PlayStation software 
publishers to be successful, and for gamers 
to enjoy the best gaming experiences yet, is 
to keep feeding the machine — with the most 
original and technologically advanced games 
that we are capable of producing. 

Dave 
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• 10 all new arenas, and this time they’re enclosed. 

• 30 characters. 12 completely new, each armed with their own deadly weapon. 

Select from an unbelievable 30 frames per second or an even faster 60 frames per second 

• Unique save/ranking feature holds your place between matches. • 2 player mode. 

• Dozens of brand new fighting combos. * Improved game and control dynamics. 


http://www.playmatestoys.com 


PIE 1M is a trademark of Playmates Interactive Entertainment. Battle Arena Tosh inden 3 and its characters are trademarks of 
Takara Co. Led.® 1997 All rights reserved. Licensed by Sony Computer Entertainment America for use with the PlayStation 
game console. PlayStation and PlayStation logos are trademarks of Sony Computer Entertainment, Inc, 
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Figure 3-3 

Signs and symptoms of shock 



PACE-PALE. DAZED LOOK 
EYES-DULL. LACKLUSTER 
PUPILS-DILATED 

RESPIRATION-SHALLOW. LABORED. IRREGULAR 

PULSE-RAPID. WEAK 
SKIN-COLD. CLAMMY 

PERSON MAY BE ANXIOUS. OR PARTIALLY OR TOTALLY UNCONSCIOUS. 

DISORIENTED 











Dazed look? Dilated pupils? Rapid pulse? It's 
simply the body's way of protecting itself against 
games like Deathtrap Dungeon, Tomb Raider 2 
and Fighting Force. And while the victims of this 
kind of emotional shock may benefit from 
counseling or psychotherapy, what they usually 
need is more playing time. 
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You’ve been warned. 


www.eidosinteractive.com 
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Fighting Force. Hawk Manson, Ben Smasher Jackson, Hace DanietaAlana McKend rick, and their likeness, and Eidos Interactive are trademarks of Eidos Interactive © 1997 Eidos. 
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lItc evil priceless wlios done you wi'on^, Because in 
tliis cavernous maze ol devious traps, its all about 
cheating death at every turn, blurring llial line line 
between pleasure and pain. And just when you tninh 
vou can L lake it anymore, consider tbe alternative. 
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You've been warned 
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Dear Eric, 

I’m a 26 year old insurance agent living in 
a world where the sheeple believe that video 
games are for kids only. For the past 20 
years I’ve been addicted to video games. 
When I’m not playing.., PSExtreme is my 
only connection to the video game world. 
Eric, don’t ever change! Your witty reviews 
have been keeping me happy and eagerly 
awaiting the next issue of PSEric-er-uh 
PSExtreme. Please let your co-writers know 
they’re almost as clever as you. 

Moon Patrol?! Kangaroo?! You’re the only 
one I know of who remembers my old 
favorites. You also mentioned “Basic 
Programming’’, Atari 2600... it was so lame 
I thought I got a bum cartridge. 

I apologize if my letter isn’t legible, I played 
hand held games in English class (video 
games, you pervert). 

Extremely yours, 
Jodi the Junki 

P.S. If you’re wondering what I look like, 
my fans tell me I’m a drop-dead gorgeous 
lifelike Lara. No, I’m not looking for a date 
(unless you have Moon Patrol). 


Zzat right? C’mon babe, Eric’ll 
traverse your moonscape 
with his nuclear powered 
mobile lunar exploration 
unit... or something. 

Dear PSExtreme, 



dizarik! 


If kids can get free condoms in school, then 
why can’t Sophia go topless in Battle Arena 
Toshinden? There should be topless codes 
(or finishing moves) incorporated in fighting 
games for the female babe characters. I 
think Anna should be allowed to flash her 
buns (after a win) for Tekken 3. 

Alex 

Cleveland, OH 

Mercy. 

Dear PSExtreme, 

First I would like to say that your magazine 
is the greatest. 

I have several questions for you. 

1) In June you printed a GameShark code 
for Command &> Conquer. It works on 
the GDI disc, but not the NOD disc. Is 
there a code for the NOD missions? 

2) In the same issue, there are 3 
GameShark codes for Vandal Hearts. The 
infinite HP code seems to work at first 
but really doesn’t. The infinite MP code 
worked once and never again. 


3) I saw a code in another magazine that 
was a level select for Tomb Raider. It 
didn’t work. Is there a level select code 
that works? Are there any GameShark 
codes for Tomb Raider? 

4) I saw in another magazine something 
called the Action Replay cartridge. What 
is it and where can I get one? 

It makes me mad when I pick up a magazine 
for the codes but they don’t work when I 
get home. 

Signed 

Darren 

Ahh, the joys of GameShark codes. We 
simply reprint these codes from other 
sources, we don’t make them ourselves. 

1) At press time, only the GDI code was 
available. Check out this month’s 
EXECUTE. 

8) We looked around for better Vandal- 
Hearts codes and only found the ones 
we’ve already printed. We’ll put better 
ones in the regular section when we get 
them. 

3) There was a bogus level select code going 
around that some magazines printed 
without checking. There is no level select 
code. Check out EXECUTE for the 
GameShark codes. 

4) Action Replay is the European name for 
the GameShark. It’s the exact same 
thing, but made for the European 
market. 

If you ’re stuck, Interact does have a 1 -900 
number for codes: 1 -900-773-SHARK. 

Dear PSExtreme, 

In your April or May edition you printed 
a GameShark code to play as Darktooth in 
Twisted Metal 2. It was said it only worked 
on the 1.94 version of the game. I called 
Sony and they said there was only 1 version 
of Twisted Metal 2. Please explain. 

Daniel Ochea 
Toronto, Canada 

Dohl That’s the GameShark version number, 
not Twisted Metal 81 

Dear PSExtreme, 

In a recent issue, in your EXPORT section, 
I saw a couple of games that I really, really 
want to play. I called all the game stores in 
my area, but they didn’t have them! Where 
can I buy them? The games I want are Tobal 
#2 and Gamora. Please, please help a 
desperate gamer! 

Stephen Janoske 
Cheshire, CT 


The reason you can’t find those games 
anywhere is because they are only being 
sold in Japan. To date, Squaresoft, makers 
of Tobal No. 8, insist that they will not be 
releasing the game in the U.S. So, your only 
hope of getting the game is to call a smaller 
“mom 'ii’ pop” shop that imports games 
from overseas. We frequent a place local 
to us called Network Video. You can call 
them and order from our pal Hattie. 415- 
879-3636. (No, we’re not getting kickbacks 
to mention them.) 

Hi PSExtreme, 

I am a big fan of RPGs. They are my favorite 
genre of video games, I am looking forward 
to September 7th, the release date of Final 
Fantasy 7. 

Now on to my question. I was reading your 
June issue and was looking at the article 
you had on FF7.1 was looking at the screen 
shots and I noticed that in the battle scenes 
the names of the characters were Greg, 
Toolie, and Smooch. Now, I've played the 
demo that came with Tobal No. 1 and the 
names of the characters are Cloud Strife, 
Barret Wallace and Tlfa Lockheart. Why 
were the names different on your screen 
shots different? I hope that they are not 
going to change the names of the characters 
for the U.S. release. 

Jason Hart wig 

In the release version, you can change the 
character names to anything you want. 

Dear PSExtreme, 

According to the June issue of PSExtreme, 
Jurassic Park the Lost World was supposed 
to be simultaneously released with the 
movie. Ok, they didn't make it but still one 
week later and no game. What's up with 
this???? When can we purchase it? We 
live in a small town and it's an hour drive 
to a computer or major toy store. 

We want to get it as soon as it is released. 
Things sell out fast around here so could 
you give us a hint??? 

Paula Bird 
via the Internet 

The official release date has been pushed 
back to August. 


Address all mail to: 

EXMAIL 

Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
e-mail: d3@quake.net 
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Mad Dog 
McGamer 


A bright plume of warm 
crimson rain erupted as 
the giant scissors rent the 
flesh of his next victim... 
This is certainly not the 
game for the timid or 
weak of stomach! From 
corpses at your bedroom 


door to half eaten bodies in the restroom, ASCII 


immortal Scissorman approaches your present 
hiding place — only to see the bright fountain of 
your own blood if he happens to find you! 

Any horror fan will quickly recognize the 
brilliance of the programmer’s virtuoso 
performance in the lighting, shadowing, angles, 
and sheer volume of gruesome content! Lots of 
animation and full 3-D polygons were used to 
bring the bloody, murderous surroundings to 


L, ' 


p error gripped the hearts of the mixed 
If party of ten as they finally reached the 
Ij) unholy walls of the Barrows family 
mansion in England. No one could have 
imagined the unspeakable horrors that lay 
behind the infamous Scissorman case when 
the malevolent buteherings had begun. Now, 
the dreadful search for the answers had 
culminated into a lynching party that brought 
them all here, to the very doorstep of hell 
itself. Would they finally find the key to send 
this twisted soul back to the nether regions 


of death that had so maliciously spat him 
into their lives! ...only TIME will tell. 
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A series of brutal murders have signaled the 
return of one of the most terrifying killers in 
the history of Romsdaaren, Norway — 



Scissorman! Clock Tower starts out with an 
introduction of the supposed demise of the 
Scissorman ten years ago and then enters 
into the player controlled prologue where 
we are introduced to the characters. The 
new aspects of “the old monster in a spooky 
place’’ are added to by the inclusion of 
several implements of actual horror stories 
— including, interlude daytime scenes of 
detective work between nights of cold, brutal 
killing, as well as the full possibility of a story 
ending abruptly or in any number of ways! 
The possibility of up to ten different endings 
is definitely an aspect that will allow for great 
replay value! 

With heightened graphics, sound, control, 
and storyline as the main areas of 
concentration, it is apparent that ASCII 
Entertainment had the player foremost in 
mind when developing this game. 


life.This, in conjunction with the well detailed 
backgrounds and characters, will have you at the 
edge of your seat — praying that you make it 
through the night! 


Entertainment™, Inc, has packed Clock Tower 1 
to the belfry with some of the most gruesome 
and spectacular graphics of the year! 

Watch in horror as the limping gait of the 


I The chilling sound of the Banshee’s 

scream itself couldn't have been 
more dreadful than the sound of the 
sheering scrape of sharpened steel 
^ blades sliding past each other — not to 

mention the wonderful effect of pure 
silence in some of the most chillingly tense 
scenes of the game. There’s something terribly 
dreadful in the sound of your own two feet echoing through some 
of the most profoundly evil halls ever wrought, and I couldn't agree 
more with the programmers when they spoke of the "Terror of 
Sound” which they labored for in this game! 

ASCII Entertainment's purpose in the sound scheme of this game is 
fairly easy to understand.,, with sounds that aren't there when they 
should be, sounds in impossible places, the chilling music of the chase, and 
the haunting scrape of the Scissorman himself as he stalks you with inhuman 
determination.*,they want to scare you out of your skin! 

Of course, the voice-overs and sound effects of the surrounding 
environments are a beautiful addition to the already impressive audio display. 
The tightly knit unison of background noise, voices, sound of movement, 
music, and silence create a living auditory atmosphere that will draw you 
into the world of terror on the screen right before you. 
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In a game where one false move could eas¬ 
ily mean the difference between escape 
and grizzly death, control is of paramount 
importance. This is another area where 
Clock Tower excels! 

The ease with which the player can move 
about the screens and interact with 
objects (in a myriad of different ways) is 
easily accomplished with the use of surprisingly 
few different types of on-screen indicators. Each tell 
the character what types of actions are possible. This 
gives an intuitive control that is necessary when your 
life hangs on a split second decision. Additionally, using 
the item menu for accessing the items which you’ve 
collected is only a button press away! 
i, From fleeing down dark corridors and hiding in 
l shower stalls, to hurling chairs and brawling with 
R your would be assailant, the full range of move¬ 
ments offered by Clock Tower will leave you breath¬ 
less with the fight or flight instinct as 
you navigate the beautifully wrought 3-D 
environment. 

Very seldom does a game come out that 
achieves true excellence in every area of 
gameplay. With stunning visual effects, 
outstanding depth of characters and sto¬ 
ryline, precision control, perfection of 
the “Terror of Sound,’’ as well as the 
replay value often endings, ASCII 
Entertainment must be congratulated 
for a work of art. Clock Tower is a mas¬ 
terpiece of Horror! 


In addition to the normal features of pre¬ 
sent day video games, like being able to save 
and load games,ASCII Entertainment has 
also included several “Special Features.” As 
you will quickly notice when playing the 
game, you’ll have the opportunity to play as 
four different characters. You can end the 
game with all four characters, and each one 
has several different endings depending on how well you do in the game. Once 
you’ve seen an ending, you can check on the special menu “Ending List” to see 
whether you got an A, B, C, D, or E ending. You can review the ending cinematic by 
selecting one of the endings you have completed (There is no cinematic for the D 
endings). In this way, you’ll know when you've completed all ten endings. — Once 
you’ve completed an “A” ending, you 
can go to the “???” in the pamphlet 
menu option for a secret EXTRA 
MODE menu! Also, when you’ve 
completed all ten endings, you have 
the power to go back and start the 
game over —There will be another 
new option called BUYOBUBYO. (I 
won’t give away what this does, but 
believe me, it’s cool!) 
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As you may have noticed, you can’t P j 
actually expect to solve the case of the L 

Scissorman if you’re kicking up daisies ■ I ' 

with a large scissor hole in your chest. ; ' 

If you find this alarming, you may find 4 
that the following information may help I 

you to get in a few good licks before I __. .{?■'' _ \ 

spilling your guts at Scissorman’s feet I : ^ dH ' P 

Scope out a room before you’re in dan- ■ | t .. g IE f|| 

ger. If there seems to be a large some- 

thing that you could run around (like a ' j\ 

table or a couch), it could buy you 

some time to think when Scissorman chase’s you around and around. Also, look for 
items that you could possibly throw at Scissorman. There is one room with a chair that 
you can throw at him, in another room, there’s a bike, and in yet another room, you can 
find a mop to hurl at your attacker. There are several items in each scenario that can be 
used to slow down the Scissorman, but be cautious with the items you throw, you can 
only throw them at him once. Also, try to avoid hiding in the same place too many 
times in a row. Scissorman has a limited IQ, but he’s not that stupid! As a last resort, 
you can use the panic button to engage Scissorman in hand to hand combat. If you 
press the panic button fast enough, you live, if not, you’re history! Be aware that you can 



only use this method a couple of times before 
your status arrow goes red — then you’ll have 
to try running away instead of fighting...at least 
until your status goes back to yellow or white. 
Also remember to check every nook and 
cranny for items that you may be able to use 
later. With a little help, you might just live to 
see tomorrow. 


With one of the first true horror stories to come to the PlayStation™ game console, 
ASCII Entertainment is staying at the forefront of ground breaking technology and 
new genre ideas with this latest game. This isn’t just another of the tired “battle 
against the typical bad guy,” formula game where you go into a scary house, look 
around, kick butt, and leave. Clock Tower brings a totally new villain concept to the 
screen. Scissorman appears in a mystical and beautiful land seldom thought of when 
conceiving a new game (Romsdaaren, Norway), and when he gets there, all hell breaks 
loose — it’s your job to clean it all up and try to put a stop to it. The beauty is that 
the random appearance of the villain makes the game totally unpre¬ 
dictable from start to finish, giving a tired old preconception of 
games (that a character should be at a certain place at a cer¬ 
tain time) a new life in what’s sure to be a new genre of true 
horror games for the PlayStation game console. Enjoy! ^ 



© 1997 ASCI! Entertainment Software, Inc. All Rights Reserved. 
ASCII Entertainment, Clock Tower and the Clock Tower logo are 
trademarks of ASCII Entertainment Software. Inc. PlayStation is a 
Ira demark of Sony Computer Entertainment Inc, 























AMD an S-Video jack.) Sony has also put- addi¬ 
tional cooling’ vents on the bottom of the system 
and redesigned the interior to prevent over¬ 
heating — although Sony has never officially 
acknowledged that older PlayStations overheat, 
which is considered the main cause of the note 
rious full motion-video skipping problem. 
(After three or four hours, our old PlayStations 
turn FMV scenes into Stuttering John, impres 
sionsj With the newer-, cheaper design, the rumor 
mill is already filled, with guesses at when Sony 
is going to drop the price of the PlayStation even, 
lower than, its current $149: most of am have 
it happening around Christmas. 

TOBAL NO. 2, WE'Ll MISS YOU 


Bad news regarding Tobal Me, 2, the seque; tc 
last year s unique 3D fighter Tobal No. I While 
the game is already out in Japan, it's apparently 
WOT being released in the U S. The first- game 
sold well below expectations (even with the Final. 
Fantasy VII demo pack in), so Square Soft can t 
justify the financial expense of translating the 
sequel A damn shame because it e consider 
ably better than the original. 


ENCORE, ENCORE! 


Namoo apparently wasn t done raiding the office 
basement after the five-volume Wamco Museum 
collection in Japan, they recently announced 
the upcoming Namcc Museum. Encore, stuffed 
with another SEVEN games from Namoo s recent 
and distant past. It isn t yet- known WHICH games 
they are. and it s pretty tough to guess, since all 
their greatest hits have been in the Museum 
discs It's unknown whether Namoo also plans 
a U.S. release. 


RESIDENT EVIL REVISITED 


Having delayed the release of Resident Evil 2 
until 1998 Capcom has decided on an inter¬ 
esting tactic in the meantime the September 
release of Resident Evil: Director s Cut. RE;DC 
is an uncut and enhanced version of the origi¬ 
nal Resident Evil, with and we quote, graphic 
cinematic opening sequences and cut scenes 
never before released in the U.S more enemies 
in different- locations, alternate character graph 
ics. haunting new camera, angles and music, and 
rearranged, items and puzzles." There s also a, 
new monster (in the form of a dead S.T.A.R.S. 
member who comes back as a zombie) Coolest- 
of all. there s a second. CD with an interactive 
demo of Resident Evil Ail this for only $39 99' 
Sweet! 


CAPCOM COLLECTS TALENT 


Capcom has hired a couple of industry vets; 
Robert Lindsey, the new senior VP of Sales and 
Marketing' for Capcom Entertainment and. David 
Siller the Director of Research and Development 
for Capcom Digital Studios Lindsey comes to 
Capcom from Studio 3DO. where he had essen¬ 
tially the same position: his resume also includes 
stints at Atarisoft-, the late great Epyx Sega of 
America and Strategic Simulations Inc. Siller 
made the move from Universal Interactive, where 
he was a co-designer and senior producer of 
Crash Bandicoot Before that, he produced Aero 
the Aero-Bat for Sunsoft- and the classic coin¬ 
op Rygar for Tecmo. He even had a writing stint 
with Electronic Gaming Monthly many years 
ago as part- of the Review Crew The man has tal ¬ 
ent! 


LOVELY LARA BOOSTS EIDOS' 
BOTTOM LINE 


flit megabit Tomb Raider has lone wonders for 
Eidos bottom line in the fiscal year ending March 
1997 Eidos made 75 5 million British pounds 
up from a mere 3.7 million pounds in the 96 
fiscal year. And the 1.9 million-pound loss of 96 
was more than healed by the 7 6 million-pound 
profit of 97. These numbers confirm that Eidos 
is now an honest-to-goodness major player in 
the industry. 


Sony Computei- Entertainment recently won the 
advertising equivalent of the Best Picture Oscar: 
a Grand Effie award for its bid Iliant Yoii A re 
Not Ready campaign The award is voted upon 
by over 200 folks involved in marketing and 
commercials, so they ain t no dummies And a 
wise choice it was too the Crash Bandicoot TV 
ads still make us giggle when we see em. because 
we re very immature 


SONY (AND OPRAH) HAVE ALL 
THE MONEY 


Sony announced that they sold $5 28 billion in 
PlayStation software and hardware for the fis 
cal year ending March 31,1997—up from $3.25 
billion a year ago Whoa! During the current 
97/ 98 fiscal year, Sony plans to ship rough 
ly .18 million PlayStations doubling the 8 9 mil¬ 
lion systems shipped in the 96/ 97 year The 
PlayStation was responsible for 12 percent of 
Sony s record profits of $1 12 billion, which 
means Sony might keep making em for a while 
longer. 

SONY RELEASES PLAYSTATION 2 
(WELL, SORT OF) 


After being released in Japan and Europe the 
redesigned PlayStation has hit- the States. What- 
are the differences? Well, in a somewhat sucky 
change, the audio and composite video jacks 
on the back are gone. all that s left is the M ult-i 
Out" port, for which Sony includes a compos 
ite cable. (Geez, and to think the original Japanese 
PlayStation had a Multi Out port, composite jacks. 
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PlayStation 


16 MULTI-LAYERED 
ARENAS OF COMBAT 


q vicious challenge ot every Turn 

' i 

TRANSFORM INTO YOUR KILLS 

and steal Their powers for any hope of survival 


A FUTURISTIC WEAPONS ARSENAL 

housing the most lethal weaponry ever made 


2-PLAYER SPLIT-SCREEN DEATHMA CH 
OR COOPERATIVE MODE ON PLAYSTATION 
AND LAN/MODEM SUPPORT ON PC 


10 DEADLY CLASSES OF DROIDS eoch one more THE ULTIMATE COMBAT CHALLENGE you must first 3-1 

devastating than the last waste the enemy - then take over their bodies and 

use their powers to crush even deadlier opponents 

Developed by Eurotom ' 

Licensed by Sony Computer Entertainment America (or use with ihe PloySraiion gome console. PlayStation and the PlayStation logo are trademarks of Sony Computer 
Entertainment Inc. Windows is a registered trademark of MICROSOFT tQRP. MACHINE HUNTER™ © H97 Eurocom Developments ltd* All Rights Reserved. 
Design © 1997 MGM Home Entertainment Inc. All Rights Reserved. Distributed by MGM Home Entertainment Inc., 2530 Broadway Street, Santa Monica, (A 90404-306L 
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Grand Tour Racing '98 knows no boundaries. 

A rail) through Scotland. A sports car race in Moscow. An oil-road 
race over the sand dunes of Egypt. The world is your racetrack. 
Race three prestigious competitions in six exotic locales around 
the globe. Plus, 40 unique vehicles with power, physics and 
handling as exciting as breaking the sound barrier. It’s no wonder 


Grand Tour Racing '98 is the official Car and Driver racing game. 


Don't lei the world race you b\. 
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EUTECHNYX 
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CARiDRIVER 


RACING GAME 



Arriving this Fall for the PlayStation game console. 

w w w.acti vision. com 











TOP 


BEST SELLING PLAYSTATION 
RANKED ON UNIT SALES 

APRIL, 1997 


TITLES 



Need for Speed If 


EA 


average retail price 


*48 



last month 


1 



NBA Skootout '97 

Sony 


average retail price 


*42 



fast month 


** 



L__. _ 

WCW vs tbe World 


T*HQ 


yverage- retail price 


*48 



fast month 




twisted Metal 2 


Sony 


average <etpi ! price 


*41 



lost 




Jet Meto 


Sony 


average retail price 


*41 





Soul Blade 

Namco 

average retail price 


*46 





Tomb Raider 


Eidos 


average retail price 




Crash Bandicoot 

Sony 


average retail price 


*41 




Tekken 2 


Namco 


overage? retail price 


*47 



lost month 




NBA Live '97 

Sony $ 

overage retail price v 1 1 
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~> 



NPD TRSTS Video Garner Tracking Service * 9,000 outlets across the U S 
900 West Shore Road,. Port Washington NY 1 1050 


(516)625-2294 


The ratings reflected above are those of Dimension Publishing and do not represent the opinions of NPD TRSTS 



** Not in Top 10 Last Month 





















































































Alas, video gaming technology 


KEEPS GETTING UPDATED AND 


OUTDATED FASTER AND FASTER 


Who'll stop this madness? Namco 


and the Museum Collection, Volume 4 


Five state-of-the art 


MAYBE TEN YEARS 


games based on the principle that fun never goes out 


OF STYLE. PAC-LAND - A WILD AND CRAZY PAC*MAN ADVENTURE. ASSAULT 


THE TANK WARFARE CLASSIC. ORDYNE - AN INTENSE 


RAPID FIRE 


Plus, the Return of 


SHOOTER FROM THE ARCADES 


ISHTAR, AND THE GENJI AND THE HEIKE CLANS. EACH 


ONE AN ABSOLUTE BLAST. GO AHEAD AND PLAY IT FOR 


YOURSELF. Just don't be surprised if you 


RE SOON 


LAUGHING IN THE FACE OF TECHNOLOGY, TOO 




{GREAT games have never had to be 


HIGH-TECH TO 


www. namco. com 


mm MUSEUM* VOLUME 4 -® \m Him ltd 
trademarks ci S m Cwnputer Eflftfertsihsnent fee. Tto rat if 
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CODES. HIIMTS & TIPS 


SPONSORED DY 
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DIABLO (IP MODE): Finish first on the 
Uptown Driveway in all three difficulty 
levels, then finish first on the new 
level. Race the Uptown track in Time 
Trial mode to find a parked Diablo. 
Drive up to it and a message appears. 

Finish the Pikes Peak Hill Climb course 
in 2:30 or less for the McLaren and 
Truck. Unusual combo. 

MOTOR SCOOTER (TIME TRIAL): Race 
the Northern Country course counter¬ 
clockwise. On the second lap, as you 
approach the river, drive through the 
gate and look around to find the 
scooter. 

PORSHCE (IP MODE): Finish first on 
the Seven Tight Corners in all three 
difficulty levels. Race the Corners in 
Time Trial and go to the hotel. Drive up 
to the parked Porsche and it's yours. 

Xevious 3D/G+ 


Norse by Norsewest 

LEVEL PASSWORDS: Level 1: ; 

Level 2; ; Level 3: ; Level 4: 

; Level 5: ■ Level 6: ; 

Level 7: ; Level 8: ; Level 9: 

; Level 10: ; Level 11: 

BLKS; Level 12: TLPT; Level 13: ; 

Level 14: ; Level 15: ; Level 

16: DKNE; Level 17: YOVR; Level 18: 
OVAL; Level 19: T1N3; Level 20: D4RK; 
Level 21: ; Level 22: ; Level 

23: ; Level 24: ; Level 25: 

H ; Level 26: ; Level 27: 

; Level 28: ; Level 29: ; 

Level 30: ; Level 31: 

Tigershark 


SEND US YOUR CODES 


AND WIN BIO FRIZES! 


WEAPON UPGRADE: Enter the 
password to play with more 

powerful weapons. 

FLOATING: Enter the password 
to float through the air during the 
game. 

SEA HUNTER MINIGAME: Enter the 
password 

WATCH ALL FMV: Enter the password 
to watch all the video clips. 
BUGRIDER SNEAK PEEK: Enter the 
password to get a preview of 

the upcoming game Bugrider. 


Peak Perfo rmance 

NEW CARS: Go to the car-select screen 
in the IP, Time Trial, or Course Editor 
modes. Move the cursor onto Garage A, 
hold down , and press . Now move 
the cursor to Garage B, hold , and 
press . Move the cursor to Garage C 
and hold and , then press . New 
cars, dude! You can't save data for the 
hidden cars; the code is just meant to 
give you a peek. 

240ZX AND BUS (TIME TRIAL): Finish 
the Bay Area course in 3:00 or less. 


Each month we’ll pick the best code sent in by 
our loyal and intelligent readers and send that 
person a brand spankin’ new copy of ASCII’s 
hot new RPG for the PlayStation, King's Field n 
(that’s right, n, the sequel is ready!) or, if 
fighting’s your thing, ASCII’s SpecializedStiek 
(you decide.) But wait! That’s not all: if you act 
now, we’ll also include ASCII’s super stylish 
SpecializedPad for the PlayStation, for your 
controlling pleasure, PLUS twelve (IS) free 
issues of the best, the only, monthly dedicated 
PlayStation magazine, PS Extreme, of course! 
Whoa! That’s a lot of cool stuff for just a code; 
what are you waiting for? 


CHEAT CODES: Enter the following 
code numbers at the cheat code 
entry in the OPTION menu: 

To play as Grox enter 6969. 

To play as Exor enter 2791 . 

For unlimited continues enter 0705. 
For invincibility player 1: 2358. 

For invincibility player 2: 1224. 
Ultra-strong hits player 1: 7879. 
Ultra-strong hits player 2: 3961. 
One round, then credits: 4258. 
Environments: 

Earth over horizon: 5550 
Cathedral: 5551 
Egyptian Tomb: 5552 
Futuristic Realm: 5553 
Mayan Ruins: 5554 
Carribean Village: 5555 
Moon over dark Room: 5557 


CONTEST RULES: Anyone of any age can enter. The only people not 
eligible to win are employees of Dimension Publishing or ASCII 
Entertainment, their friends, family, pets and anyone they talk to or know 
of. Dimension Publishing reserves the right to make any and all decisions 
regarding the contest. One winner per month will be chosen, at Dimension 
Publishing's discretion, based on the code or trick supplied by the entrant. 
If you win but do not specify, in your code submission, which prize you 
want to receive (King's Field or an ASCII SpecializedStiek), then we will 
choose for you. 


PASSWORDS: Level 2: 
; Level 4: 

; Level 6: 

; Level 8: 


; Level 3: 
; Level 5: 

; Level 7: 

; Level 9: 


PLAY AS HEIHACHI AND PAUL: At the 
title screen, press and hold , , and 

until your ship turns into 
Heihachi (as Player 1). Or press and 
hold , , and until your ship 

turns into Paul (as Player 2). 


Overblood 






WE HAVE A WINNER! 


WALKTHROUGH: Let us hold your hand 
and guide you all the way through EA’s 
keen sci-fi action/adventure. Remember to 
take advantage of that Voice Recorder and 
save before just about every dangerous 
action. 


Congratulations and thanks go to this month’s 
winner, Duane “The Codemaster" Cash if 
Albuquerque, NM. Duane was the first person 
in the world to get us these fine War Gods 
codez. Duane, we’re sending your loot pronto! 


War Gods 























Dozens of close-ups and action shots 


Over 60 missions on two CD-ROMs 


PlayStation 


CONTENT RATED §Y 


Also available 


on DOS, Windows®95, Macintosh® CD-ROM & Sega Saturn™. 

f is a mcr" ;ered trademark of Westwood $tud r ^ inc, © 1997 Westwood Studio Inc. 
>ny Hfty^toHon and the PlayStation logo or* r:odetnorks of SonyCompurer Enterr.jj,nnr>ent. 
i ref ;ered trademark of Microsoft Corpo 1 :;ion. Macintosh iso registered trr: jjnark of 
S: jo Saturn is a trademark of Sega Erw prises, ltd. ^ 
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ittfLEVEL B-4F: You wake up from a 
cryogenic sleep not knowing where you 
are or what your name is. That’s gotta 
suck. Even worse, the room is so cold that 
you’ll freeze to death if you don’t warm 
up by the time the blue bar in the upper- 
right corner turns to red. D’ohh! Walk to 
the auxiliary power supply in the center 
of the room (the yellow sign), crouch, and 
examine it. You turn on the heat, but the 
temp’s still too low to prevent you from 
soon becoming a human Popsicle. Run 
along the wall and examine the small 
door with the round dial to push it. Walk 
through the gap into a new room. 

Crouch and open up the closed briefcase 
in the far-left corner to find a Jacket 
(which, despite its puny size, keeps you 
from chilling out) and a Memory Chip. 
Crouch and examine the opened briefcase 
in the other corner for a Voice Recorder. 
This is the thingamabob (pardon the 
technical term) you use to save the game. 
Walk to the front of the room and use the 
Memory Chip in the robot to activate it. 
Return to the cryogenic room and switch 
to control of the robot. Access the 
computer between cryopods 1 and 2. This 
unlocks one of the two doors and reveals 
your name: Raz Karcy. (Not a great 
oniker, but better than, say, Mortimer 
ipthong.) You also find out you were 
programmed to be frozen for all time. 

That just ain’t right! Go through the door 
across from pod #2 into a hallway. Use 
the robot to examine the debris and find a 
Silver Card Key. Now examine the rubble 
with Raz to climb onto it. Walk forward 
and through the door. Walk forward 
through the cool glass tunnel and through 
the door. 

Walk straight ahead and through the door 
at the intersection. Open the next door in 
e tiny poom. Use the terminal between 
the elevator doors. One minor scare later, 
there’s a dead body on the floor. Crouch 
and examine the corpse to find a Memo. 
Take it and examine it to see three 
numbers, then return to the intersection. 
Pace the door you just exited, turn left, 
and go through the door at hallway’s end. 
Examine the door at the end of the 
curved hall and enter the code 61891, 
then press the orange button. Wah-lah. 
You’re in a large hallway. Enter the door 
closest to the one you just exited. Push 
the blue crates so you can reach the 
glowing green box in the far-left corner of 
the room. Use the robot to turn the power 
switch in the green box on. Switch to Raz 
and use the Silver Card Key in the slot to 
the right of the green box. This opens an 
adjacent cabinet. Examine it and take the 


4 


Laser Knife. Now THIS is a knife! Return 
to the large hallway and walk straight 
ahead, through the door on the right side 
of the gaping hole in the floor. 

Stand in front of the floating statue and 
push it. Crouch and examine its pedestal 
to find an Anti-Gravity Device. Take it and 
return to the large hallway. Walk close to 
the large hole and use the Device to leap 
across it like Carl Lewis on 
amphetamines. (Save the game first, 
though, eh?) Walk through the door as 
you sadly leave your R2D2-wannabe 
companion behind. You’re in a big 
computer room. Face the door and use the 
computers on the right side for a message 
about a code sequence. Now use the 
computers on the left side and set the 
switches for the lighting, door, and air 
conditioning just as you saw the code (off, 
on, off). Keep working those buttons until 
you get the proper sequence, which 
unlocks a couple of doors. 

Walk to the back of the room and 
examine the big computer. The main 
power station is malfunctioning, and you 
gotta fix it to get the elevators working. 
Sigh. Return to the large hallway and 
jump across the hole with the Device. 

Walk down the hallway and go through 
the door you unlocked (across from the 
code-lock door). Walk down the hall until 
you reach a grate with a humming sound 
coming from behind it. Crouch and use 
the Laser Knife. Switch to the robot and 
go into the tunnel. Walk to the end of the 
tunnel and interface with the generator. 
Return to the hallway and switch to Raz. 
Go through the door you just entered, 
then through the code-lock door into the 
curved hallway, then out to the 
intersection. Walk straight across the 
intersection and through the door into a 
hallway with a flashing red light. Walk 
down the hallway and through the door. 
Walk along the railing to the broken 
section at the end. Turn to face the gap 
and use the Device to leap across a railing 
to another door. Walk through the door 
and go down the short hallway Try to 
open the door, which rises up and then 
slams back down. Use the Device in front 
of the door to keep it open, then crouch 
and crawl under it. The battery of the 
Device gives out, leaving you pinned and 
on the verge of being squished like a 
grape, as shown by that damn blue bar in 
the upper-right corner. 

You’re controlling the robot. Quickly go 
through the door and set the levers on the 
wall to the left of the door in this 
sequence: down, up, down. Raz crawls out 
from under the door and gives the robot a 


sloppy kiss. You’re now on a high steel 
walkway. Follow it to a girder, then walk 
onto the girder and start across. Halfway 
across, the robot scurries to the other 
end, an earthquake kicks in, and the 
damn thing starts collapsing. Run to the 
end of the girder before you fall. Walk to 
the rear right side of the platform to see a 
large white pipe. Walk off the platform to 
fall onto the pipe. Walk along the pipe and 
into the darkness (gulp). 

Continue forward until you reach the 
main power room. Jump down onto the 
platform to the right, then leap across the 
gaps to the control panel. Walk 
underneath the catwalk and jump straight 
up to grab it and automatically pull 
yourself up. Examine the controls to 
switch on the power. Jump back down to 
the platforms and go right to reach the 
catwalk with the robot. Jump up onto it 
and walk out the door. Walk down the 
hallway and through the next door. Make 
your way back to the elevator room 
where you found that body. As you enter 
the room, Raz notices an infection on his 
arm. Uh-oh. There’s a fungus among us! 
Raz gets in the elevator and rides up to 
Level B-3F. LEVEL 3-BF: You stop in the 
elevator room. Walk out the door into a 
hallway with a control panel on the wall. 
Use the robot on the control panel to open 
the door at the other end of the hall. Have 
Raz walk through the door, which shuts 
behind him as control returns to the 
robot. Use the panel again, then quickly 
switch to the robot and drive through the 
door as it slowly slides shut. You’re now 
in an intersection hallway. Walk to the 
intersection and go through the right- 
hand door. You find a body, and after a 
long talking-to-yourself sequence, you 
hear a scream. Walk to the end of the 
hallway, past a third body, to the door. You 
engage in a fight with a zombie thing, who 
wastes your robot bud. Pibo is gone to 
that great Pentium Palace in the sky, but 
you take his Memory Chip. 

Go out the door which you came through 
to the intersection, then walk straight 
across and through the door Walk 
underneath the vent on the wall and jump 
up to climb into it. Walk through the air 
vent to the other side. There are tiny 
dead-ends, but nothing so bad you'll get 
lost. At one point, you have to jump down 
to a lower section. Crouch before 
continuing forward. Near the end of the 
vent, you hear a scream. Walk forward 
and into the light to drop into a room. It’s 
another monster, and this time, you have 
to fight it on your own. Use the X button 
to punch and kick the crap out of it. 
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After you kill the "beast, crouch and 
examine the woman. She wakes up and 
says she also has no memory (although 
she knows her name, strangely enough). 
During their getting-to-know-you chat, Raz 
confesses his infection to her. You also 
find a capsule which might he a clue about 
the virus. Wow then. Examine the shelf 
4 : next to the extinguisher on the floor and 
take the Silver Key. Examine the desk at 
the rear of the room for a Broken 
Thermostat. Examine the door to leave 
the room. Return to the room where you 
first crawled into the vent. 

Walk onto the elevator with the yellow 
circle to lower Raz and Milly to the floor. 
Walk into the corner with three gray 
boxes and use the Silver Key to get a 
Sample Case inside. Walk to the crate 
covered by the brown blanket, crouch, and 
examine it to find an Oil Container. 

Crouch and examine the white blanket 
(behind the blue glass) for an Emergency 
Spray. Examine the switch to the right of 
the lift to make it rise. Use the Oil 
Container on the cylinder under the lift 
for some lovely lubrication. Wow you can 
ride the lift without jostling the Sample 
Case and blowing yo’ sorry ass into tiny 
pieces. Use the switch to lower the lift, 
then walk onto the lift and it rises. Walk 
through the door on the wall with the air 
vent. 

Drop down onto the tracks and walk 
forward to the crashed vehicle. Walk to 
the hole in the wall above the ledge to the 
right. Use the Broken Thermostat under 
the hole, then use the Sample Case. Run 
back to the door and press X to climb up 
before you’re caught in the blast and 
vaporized. Icky. Return to the blast hole 
and press X to climb up into it. Walk 
forward and drop onto the tracks. Walk 
along the tracks and away from the 
parked vehicle until its brakes let go. Oh, 
dear. Quickly hit the X button to dive onto 
the tracks as the car whooshes overhead. 
Quite enough excitement for one day! 

Walk down the tracks and through the 
door opened by the crashing car. Open the 
; lock box on the right wall for a Hand Gun 
and a Red Card Key. Continue forward 
and through the door on the small 
platform. 

Use the computer to check out the 
ventilation ducts, then use the Red Card 
Key to open the door and go through it. 

: Go through the left-hand door in the Y 
hallway into a room illuminated by blue 
light. Try to open the door at the rear of 
the room and Raz and Milly decide to split 
up. He gives his gun to Milly out of stupid 
- er, out of chivalry. As Raz, return to the 


room with the vent computer. Jump up 
and into the vent on the wall. Crawl 
forward until you reach a blocked passage 
on the left. Examine it and another door 
slams shut behind you. Despite all your 
rage, you’re still just a rat in a cage! 
Examine the closed door and Raz says 
"I’m stuck." Switch control to Milly. 
Return to the vent computer and use it to 
call up the vent maps. Press the button 
to open doors until you’ve opened the 
three lowest doors on the map. Exit the 
computer and switch to Raz. Continue 
down the open vent to a bright light and 
go through it. If you reach a steam jet, 
you fiddled with the red valve wheel back 
in the room with the dead bodies. Mot 
smart! Switch to the woman and use the 
vent computer again. Return to the room 
and use the wheel again to shut off the 
steam. 

At the end of the vent, you drop into a 
room with two fans. Crouch immediately 
(to get underneath the wind) and walk 
forward to the front of the room. 

Examine the controls in front of the fan 
to turn both fans off. Return to the ladder 
leading into the room and examine it to 
climb into the vents. Return to the vents 
and to the other exit (you have to stand 
and jump at one point). You drop into a 
room with a giant fan which you shut off 
when you deactivated the other two. Walk 
over it and examine the vent on the other 
side. Walk forward and through the light 
to the area behind the sterilization room. 
Crouch and examine the red tank for an 
Emergency Spray. Mow walk to the desk 
in front of the window and use the 
Capsule on the machine at the end of the 
desk. You find out about the DMA 
experiment gone terribly wrong and the 
virus in your body. One long intermission 
and flashback sequence later, Millie and 
an injured Raz appear in an atrium. Press 
the red button on one of the wall panels 
to drain the pool in the middle of the 
room. Examine the machinery in another 
wall panel and take the Clip. Climb down 
the ladder in the empty pool. 

Walk to the end of the sewer, crouch, and 
examine the broken grate to crawl 
underneath it. Walk to the valve behind 
the water flow and try to turn it. Mo dice. 
Use the Oil Container and try again. This 
time, it turns, opening a door at the back 
of the room. Go through it. Walk down the 
hallway until a rumbling noise kicks in. 
Press the button to jump and climb up 
the grate before Raz and Milly are swept 
away by the tidal wave. Walk down the 
hallway toward the door and a monster 
appears behind you. Fight the freak with 


your gun or your fists; punching and 
kicking is just as effective as the gun, 
maybe even more so. (You should also 
save up all your Clips for the end of the 
game. Not to spoil anything. Wait, this is a 
walkthrough. I’m spoiling EVERYTHING.) 
Go through the door and out to the 
hallway. Use the elevator controls and 
ride up to the next level. You find a whole 
lot about Milly and Raz along the way. 
LEVEL B-2F: Exit the elevator room into 
an intersection hallway Use the control 
panel next to the lasers and enter 91861 
to shut them down. Turn around to face 
the elevator room, then go right down the 
hall (you hear rushing water) and 
through the door. Look out the window 
into the cave, then crouch and examine 
under a table to find a Clip. Return to the 
hall and through the door behind the 
deactivated lasers. 

Controlling Raz, run and jump over the 
gap in the bridge, staying along the 
guardrail so he lands on the tiny piece. He 
pulls himself up the other side just before 
falling. Walk through the door on the 
other side. You arrive in a big hallway 
where you’re attacked by a monster. Beat 
its brains out and walk into room R38-S, 
the first door on the right-hand hall. You 
see and hear a report about the cloning 
project going on here. You also learn that 
Milly’s a bad guy. Girl. Whatever. Crouch 
and pick up the Iron Rods on the floor, 
then crouch and examine the dresser for 
a Stun Gun. Leave the room. Walk across 
the hall and into room R38-6. Crouch and 
examine the bed for a Clip, then return to 
the hall. Walk down the hall and into 
room R38-5. Crouch and take the Metal 
Grate. 

Return to the broken bridge where Milly’s 
waiting. Grrr. First, use the Iron Rods, 
then use the Metal Grate. Milly crosses 
your makeshift bridge. There’s an 
intermission sequence as you take Milly 
to room R38 2 and show her the report. 
She plays dumb instead of confessing her 
role in the sinister goings-on. Leave the 
room and walk through the door across 
from the door to the bridge. You enter a 
cafeteria. Examine the strawberry 
dispenser several times until you find an 
Emergency Spray. 

Return to the hallway and into room R38- 
5. Jump down the hole in the rear. In 
these dark tunnels are two grates in the 
ceiling (not counting the one through 
which you entered), one wall vent, and a 
pipe sticking out of the floor. Walk 
straight down the tunnel from the 
entrance to reach a grate in the roof. 

Stand under it and jump to climb into 
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Coder 


Welcome to the Game Shark section. Each month 
we’ll list the newest and coolest codez right here 
for your cheat’d pleasure. Warning: These codes 
won’t work without a Game Shark. 

For the latest codez and info, get on the internet 
and check www.gameshark.com or 
www.datel.co.uk. If you find a code doesn’t 
work, you may need to upgrage your gameshark. 
Check your instruction manual for details. 

POWERSLAVE 

Infinite Health......80084BBA 00C8 

Amin Bombs .....................80084BE2 003C 

Flame Thrower.80084BE4 003C 

Cobra Staff.80084BE6 003C 

Ring of Ra.80084BE8 003C 

Machine Gun.80Q84BE0 003C 

Manacle. 80Q84BEA 003C 

All Artifacts. 80084C00 FFFF 

All Keys.80084C02 FFFF 

Transmitter.80084C06 FFFF 

TWISTED METAL 2 

Infinite Ammo and all Weapons ..801882DA 0009 
DESTRUCTION DERBY 2 

Unlock all Tracks.80079758 0007 

8007975C 0004 

No Damage. 8008A344 0000 

8008A34C 0000 
8008A368 0000 
8008A354 0000 
8008A360 0000 
8008A358 0000 

JET MOTO 

Unlock all Tracks.80176654 0003 

RALLY CROSS 

Unlock Everything ..80056456 0114 

Thanks to Larry Murphy for the above codes. 

TOMB RAIDER 

Level Select.D01FFF90 0001 

801FFF90 00?? 

Replace ?? with the following: 

02 - City of Vilcabamba 
03 - Lost Valley 
04 * Tomb of Qualopec 
05 - St. Francis' Folly 
06 - Colosseum 
07 - Palace Midas 
08 - The Cistern 
09 - Tomb of Tihocan 
0A - City of Khamoon 
0B - Obelisk of Khamoon 
0C - Sanctuary of The Scion 
0D - Natla's Mines 
0E - Atlantis 
OF - The Great Pyramid 
COMMAND & CONQUER 

Infinite Money (GDI).8Q11B964 FFFF 

Infinite Money (NOD)...........8011C04C FFFF 


room R38-1. Use the Stun Gun to open the 
metal box and take the Burner inside. 
Unlock the door, then drop back to the 
tunnels. 

Find the final grate and jump into it to 
room R38-7. Go through the door into a 
smaller room and examine the computer 
twice to find a Compact Data Disc. Wow 
return to the previous room and through 
the other door into the hallway. Go all the 
way back to the hallway outside the 
elevator room, and into the hallway with 
the sound of rushing water. Crouch and 
examine the floor to spot a card. Use the 
Burner to create a hole. Drop into the 
hole, crouch, and take the Gold Card Key. 
Crouch and examine behind the rock near 
the water for a Clip. Jump back up 
through the hole to the hall. 

Walk across the hall to the other door and 
Raz mutates into a beast. Milly stuns him 
and heals him. How very kind. Go 
through the sliding door and examine the 
box in the corner to find an Allen Wrench. 
Go through the door into the hall. Return 
to the room with the hole in the floor and 
drop back into the tunnels. Find the side 
vent and use the Allen Wrench to open it. 
Go through the hole to girders below the 
broken bridge. Walk forward and go right, 
then walk forward and go right again. 
Walk to the end of the girder and through 
the hole in the wall. 

You’re in room R38-3. Go through the 
door into another room. Push the cabinet 
along the wall and into the hole. Walk 
across the top and through the door. 
Crouch and examine the computer to the 
right of the door for a Clip. Crouch and 
examine the wall segment in the rear 
right corner of the room for an 
Emergency Spray. Walk up the stairs and 
use the Data Disc on the middle on the 
control panel to see an intermission 
sequence with a bunch of people talking in 
the dark. Get some halogen lamps, people! 
Leave the room and walk to the hallway 
door next to room R38-5. Examine and 
walk through the now-unlocked door. 
Search the suit closest to the box on the 
wall for a Clip. Walk through the doors 
with circular windows. Examine the trash 
incinerator until you find a Clip. Walk 
forward to the end of the tunnel and into 
the dark to arrive at a launching area of 
sorts. Walk onto the platform near your 
entry point and examine the hovercraft to 
remove its Dead Batteiy. Walk off the 
platform and through the rear door. Kill 
the monster with your fists of fury, then 
crouch and examine hovercraft 01 to find 
a Charged Battery. 

Return to the previous room and use the 


new Battery in the hovercraft to escape, 
How you get to play a nifty arcade 
sequence where you steer the hovercraft 
to avoid rocks. Press and to steer, 
to accelerate, to slow down, and to 
jump. Whack a rock and you lose health; 
whack too many rocks and you’re dead 
meat on a stick. The best strategy: stay 
toward the bottom of the screen to 
maximize your reaction time. Make it 
through the course and the hovercraft 
crashes as Raz and Milly jump to safety. 
Walk through the door. 

You appear on a walkway and get 
attacked by a monster. Kill him and 
continue down the walkway. Examine the 
door and the creature you killed comes 
back and grabs Milly. As you turn around, 
you get knocked out cold by someone in 
the elevator. Most uncool. You wake up 
and everyone’s gone. Use the elevator to 
ride up to Level B1 -F. 

LEVEL Bl-F: Walk down the hall and 
through the door in the dome. Walk 
forward and into another dome door. Walk 
down the hall and through the door on 
the left. Crouch and examine the man 
against the wall for a Clip. Examine under 
the table for an Emergency Spray. Finally, 
examine the dead guy on the floor for an 
Identification Card. Return to the hall and 
use the ID Card on the red robots, which 
let you pass. Save the game (your last 
chance to do so) and walk through the 
door. 

After more plot revelations than I could 
count, the mad scientist attacks. Equip 
and use your gun to keep shooting him. 
When the beast is dead, examine the 
computer in the rear of the room, then 
use the Memory Chip. The computer 
unlocks the door to the left. Go through 
the door onto an elevator. The scientist 
attacks during the ride, but you make it to 
the top. Run to the left side of the aircraft 
cockpit and examine it. The scientist 
attacks AGAIH. Wouldya please just die? 
Shoot him and punch/kick when you run 
out of ammo. The creature dies, then 
returns to its feet for more punishment. 
No time to mess around, junior. Lure the 
beast to the rear of the aircraft and Milly 
cuts in the engine to melt him like a 
candle. He’s finally dead, and you finally 
win the game. 

Send all code submissions to: 

EXECUTE 

Dimension Publishing 

1175 Chess Drive, Suite E 

Foster City, CA 94404 
or email us at: 
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63 Wild Arms ©1997 Sony Computer Entertainment, Inc. Tekken 2™ & SoulBlade™ ©1994,1995,1996,1997 Namco, Ltd. All rights reserved. Tomb Raider is a registered trademark of Eidos Interactive. All rights reserved. Pandemonium is 

“I « a registered trademark of Crystal Dynamics. All rights reserved. “Crash Bandicoot 1 ' and the Crash Bandicoot logo are trademarks and copyrighted properties of Universal Interactive Studios, Inc. Source code © 1996 Naughty Dog, Inc. 
“5. <£ tZ The Sony Computer Entertainment logo Is a trademark of Sony Corporation. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment, Inc. 





























W r ~ — 

WE next wave 

asfo ' ' developed i ' 

Ty fnterach've Studios Amerr ■ 

e0US,y L repreSen f3 fhe 

, fhaf Sony ( S headed 
entsthafPl^s^^ 

Crash Bandicoo, proved l 
dZ 7 IO L Crash - i,is *leto 

driven by (tie "use (he lib, 

°r the purpose of ffe feat 

as ^rufcn-ware”_ff- 

^ of a platform's Jif, 
technological 
belter than 
OK, and 


T t:^ 3 T F r hrC ^ c ^ 

,K a 3D - real-time adventur 

in ™ J "T 9enerC " ion ° f Ploy! 

pers L” W ° re C ° mpan ^ 

CstMvt^ >nparflcu,Qf - have lab 
ast holiday season and are 

- 1 say that most software 

™ry, use the tools, get it out 

,-,are, we will refer te ^ 
ie land of software you typi 

capably 6 DeVe, ° Pers 


quarters, by 
scale. The 
'are and the 

®n the technological lead 
'inning to flex their creative 

t&Tr***** 

q«k school of going design. 

tofe^rr 1 - 

ooinik , he hardware's 
ao.nt being fh a t if has to lock 

competitors' hardware, pL„ j 
was on y a matter of months 

J a ' °i n , W,,e r epeop fewere 
a great but, because- ij.. 


e strongest 
: ve/op men t 
elopment. 


° Deffer question 
ogtcal feat that th 


'Will there 
attempted 




1 L - _ fl 


i r 

: v 

»py « i * 

j. 



c ■ 

Jv* \ - 1 4 , -.Tj 

■ 



1 r i _-__ 


r ; 4 i 

_ 

N ™ 










Blasto is presenrea « - ■ — 

S^it texiureswilh new software r 

, DD ’ in q on the Blasto cha 
merit nnapp 9 rp _cgtye 

30 fos animation, pre se 

are constantly streaming o 

the different areas of Blasto as 

tmlessly flow from one jc ono 

interruption in gam 
-- anywhere at any time 

3, thanks to the sheer size 

• , for weeks, and wtl. 

orinq another environment 

,p ;- i i to so you don t 

T i „ .r«ntps some issues 
:hnology also environments a 

constant use loading ^ ln resp0 nse 

he like is a s,rucl " r ^ p L S , a (i 0 n's hardware- 
AIDI engine, using , crea te situations 

, test game conditions a u , cruising 

ng an screen. Far example^ ^ action but . 

n Sight, there will be a « respond in kind and 

, and a (ew enemies altctoUhe 

se the Wei ol tension and drama , to a^^y 

Phil Hartman (you may <■—- ' S £ 


2 Check it out 
vironments featuring 
include environ 
and skin wrappmg 

frame, and levels that 
rate to refer to 
>iron merits that 
.rocess, will never see any 
oology, the player can g° 
iat can be explored anu, 

nuite possibly be playing 


when all is said and 
go-anywhere polyg 1 
technology- Specia 
explosions, joint rr 
over 4,000 polygons per 

In fact, it is not really ac< 

features eight different e 

. after the initial start-up 

li this data streaming te< 

Ik have multiple "floors 
the player coul 
The game h 
of approa« 

Ik con not stc 

M M historical!) 
9 to move fo 

W has done is 

special weapon - 
This CD Streaming 
FX gurus. The CD is 


The environment 
: of Blasto's world, 

11 still see new things, 
nherent to this tyP e 
no breaks, 

v — the ONLY job that they, 

have to beat the boss in order 

What the Blasto design team 
■hat, if you want to acquire a 

, defeat the bad guys, 
for tbe game’s music and soucc 
in d paging polygons, sc 
to this, the soun< 
based sound an 
,al music that responc 
around,r 















, , _ Rl ., t0 with hundreds of quips, 

i (»■») ""If 5 fo ^^situation that Blasto currently 

° CkS "ittakTly too long to load theses^ 'J., 
screen. It takes way ^ might guess, 

to come from the CD access for environmen 

tial conflict with all olthe. ^ that one 

JiCS Salween delivering graphic 

?Sins W^^'T^given you oil of th, 

the technological bog o. on ^ developmen 

is leaping into the n g 

ame is he jumping into . , . From the momei 

re is nothing subtle about S °ny 5 ^ pendir 

that Phil Hartman's m J n5 _ in the gams 

infestation of the evil Bos d are goin g to be 

nematic introduction you'm ^ ^ , Blasto « 

ver the top adventure . a V ie ns, solving puzz 

n shooter that finds the P^« |^es(o lo Tomb Raid 

hanging from, and inching q ^ alien chicken (knc 
ing, climbing, a "d even ri 9 desert , swamps, a 

n p"). Environments me , basic Blastomatic 




1 r' 

A m 

V/TW %\ 

1 ■ 

| Ki 

■ i •_ ■ 

(MB r * J - '^^RSSn • • J- . -'! 



y ^ 















i xU credo of. "Money lor nonm., 

s by the cre^ Buck Roger 

^-"? pushb : s c 
■ ; meets in the process 

and presentation that is heavy 

others animation. 

nding the better part o 
, with various member 

i . nmP nway with a nu 
we have come awuy 

.Id riaht out at us was the size a 

that if all the gameplay elenw 

shooting and laughing ° 
, ye rs will determine how 
This will keep the game 


iiyre the nrarvy Blasto Babes he 

zjgSSS'* 

out the game and spe 

development team 

The one that jump 
game - it is °" e . 

I have the player exploring 
of the game's design, p 
I just the game designers 

| Secondly, the technology 

I will see in PlayStation s 

H that ihe Blasto team will e 

H unexplored. 

I Lastly, the selection o 
I We were given a peal 
1 that Mr. Hartman ' 

I is hilarious and*» 9®" 

I situational wise-cracks, se 

l^^rfn^dior 































pp Welcome to our big E3 wrap-up. This year, 

we decided to do things a little differently by summa¬ 
rizing the show on a game-by-game basis, while offer¬ 
ing our hands-on analysis of each product in their 
fe* current state(s). Each editor (Dave, Greg, Eric, Zach 
| and Alex) was then asked to put together thei r Top 10 
m list of the best PlayStation products at the show. The 

list is not meant to serve as a critical analy- 
sis of the game(s), but rather to give you 
our opinions of what games look to have 
great potential, for the upcoming holiday season; the 
» list is presented in no particular order. Also, in order to 
be represented in this wrap-up, the product has to 
fW be scheduled for release in 1997. There were some 
? fantastic products on display in Atlanta — some that 
we had seen, but not played, some with which we had 
already spent some hands-on time, and some that were 
completely new to us. Without further ado, here 
is PSExtreme's "Best of Show '97." 


ALEX'S TOP TEN: 

Frogger (HASBRO) 

Treasures of the Deep (NAMCO) 

Apocalypse (ACTIVISION) 

One (ASC GAMES) 

G- Pol ice (PSYGNOSiS) 

Test Drive 4 (ACCOLADE) 

Castlevania: Symphony of the Night (KONAMI) 
Felony 11 -79 (ASCII) 

Crash Bandicoot 2: Cortex Strikes Back (SONY) 
Tomb Raider 2 (EIDOS) 
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DAVE'S TOP TEN: 

Gex: Enter the Gecko (CRYSTAL DYNAMICS) 

Crash Bandicoot 2: Cortex Strikes Back (SONY) 

One (ASC GAMES) 

GameDay '98 (SONY) 

Tomb Raider 2 (EIDOS) 

Test Drive 4 (ACCOLADE) 

Nightmare Creatures (ACTIVISION) 

Blasto (SONY) 

Batman & Robin (ACCLAIM) 

Frogger (HASBRO) 


ERIC'S TOP TEN: 

Crash Bandicoot 2: Cortex Strikes Back (SONY) 

One (ASC GAMES) 

NHL Face Off '98 (SONY) 

Gex: Enter the Gecko (CRYSTAL DYNAMICS) 

GameDay '98 (SONY) 1 , */ 

Test Drive 4 (ACCOLADE) \ V v. 

Abe's Oddworld Oddysee (GT INTERACTIVE) 
Pandemonium 2 (CRYSTAL DYNAMICS) 

Batman & Robin (ACCLAIM) 

Rampage World Tour (MIDWAY) 



GREG'S TOP TEN: 


ZACH'S TOP TEN 

Blasto (SONY) 


Crash Bandicoot 2: Cortex Strikes Back (SONY) 

Crash Bandicoot 2: Cortex Strikes Back (SONY) 


Final Fantasy Vtl (SONY) 

Nightmare Creatures (ACTIVISION) 


Tomb Raider 2 (EIDOS) i 

Tomb Raider 2 (EIDOS) 


Resident Evil Director's Cut (CAPCOM) 

Gex: Enter the Gecko (CRYSTAL DYNAMICS) 


Abe's Oddworld Oddysee (GT INTERACTIVE) 

Croc (FOX INTERACTIVE) 


Gex: Enter the Gecko (CRYSTAL DYNAMICS) 

G-Police (PSYGNOSIS) 


Pac-Man Ghost Zone (NAMCO) 

Final Fantasy VII (SONY) 


Frogger (HASBRO) 

One [ASC GAMES) 


Hercules (VIRGIN) 

Colony Wars (PSYGNOSIS) 


Rampage World Tour (MIDWAY) 
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GT INTERACTIVE AND 
SINGLETRAC JOIN FORCES 


GT Interactive are the publishers of many nifty 
games for the PC, including Doom, Quake, 
and Duke Nukem 3D. SingleTrac is the devel¬ 
oper of the classic PlayStation games 
WarHawk and Jet Moto, who went indepen¬ 
dent (and planned to publish their own 
games) only a year ago. Now the two compa¬ 
nies are working together after a joint 
announcement at E3, with GT putting 
SingleTrac's games onto the shelves. In the 
announcement, SingleTrac talked about the 
difficulties of being a small publisher in 
today's market. (No kiddin'l) The company's 
next PlayStation product is Jet Moto 2; after 
that is Critical Depth, the first game in the 
GT/Sing!eTrac agreement. (On a barely relat¬ 
ed note, PS Extreme editor and gaming stud 
Greg Off handily won a Jet Moto 2 lap-time 
contest at E3 and came away the proud new 
owner of a jetski. Did Greg ever know that 
he's my hero...he's everything I would like to 
be...} 

PERIPHERAL MADNESS; 
ANALOG PADS, VR 
GLOVES, AND GUNCONS 

The magic, the wonder, the thrill of analog 
control is finally coming to the PlayStation, but 
here's the weird part. While Sony's own Dual 
Analog controller, displayed at E3, does NOT 
have the vibration force-feedback of the 
Japanese version, Interact Accessories is 
launching their own analog pad, the 
Barracuda, which DOES have force feedback. 
Hmmm. Of course, since Sony's gizmo won't 
have the vibration, not a whole lotta games 
are going to support it, which means the 
Barracuda will have a rather limited repetoire 
of games. (Maybe Interact could somehow fig¬ 
ure out a way for players to "program" their 
own feedback?) 

A much more unusual controller 
was also on proud display at E3: 

The Glove, a device from Reality 
Quest which straps around your 
arm and lets you control 
PlayStation games with hand, 
wrist and finger movements. 


The Glove got some prime time exposure at 
E3, with live footage being carried by CBS, 
Fox, and CNN. As the most "intriguing" new 
peripheral of the show. The Glove received 
almost as much attention as the scantily clad 
women in the Eidos booth (ok, well, not THAT 
much). We tested The Glove out on a variety 
of games (even Rage Racer), and noted many 
improvements since our last test drive with the 
device. This goodie ships in October for the 
not-so-low-low price of $89.95. 

Lastly, E3 revealed important info on Namco's 
upcoming GunCon light-gun controller: it is 
NOT compatible with the plethora of other 
PlayStation light guns and light-gun games. 
Sigh. Namco is, however, providing GunCon 
technical specs to companies which might 
want to support it in future light-gun games. 

DISNEY AND VIRGIN: 
TOGETHER AGAIN, FOR 
THE FIRST TIME 


In the 16-bit era, Virgin 
Interactive published a 
bunch of games based 
on Disney animated 
movies (Aladdin, The 
Jungle Book, The Lion 
King), and life was good. Then Disney 
Interactive was formed, and the Magic 
Kingdom tried to do it themselves. The sad 
result: a few months ago, they laid off dozens 
and dozens of very unhappy Mouseketeers. 

So it makes much sense for Disney to reunite 
with Virgin and hand over the publishing 
rights to Hercules, Disney's summer hit. The 
game, developed by Eurocom — they of 
Machine Hunter — is an awesome combina¬ 
tion of game types (side-scrolling platform, 3D 
racing, 3D flight). Disney did all the graphics 
and animation, and Eurocom did all the pro¬ 
gramming, and Virgin does all the marketing 
and publishing. It's a beautiful thing. 

EIDOS AND SONY ARE 
THISCLOSE 

So sorry, Sega and Nintendo. At E3, Sony 
wrapped up a deal with red-hot game pub¬ 
lisher Eidos Interactive which pretty much 
guarantees that all of Eidos' biggest and 




bestest games will appear exclusively on the 
PlayStation. Saturn game development has 
been dumped completely, and Nintendo 64 
titles are doubtful (but just about anything is 
possible in this wacky industry, especially 
where money is concerned). Among the 
games expected to appear only on Sony's 
console is the guaranteed megahit Tomb 
Raider 2. We speculate that the exclusivity 
deal probably only covers console systems, 
and you'll still see PC versions of Eidos' good¬ 
ies, as usual. 


SHINY SHAKE-UPS 


Shiny Entertainment, the development group 
led by programming "legend" Dave Perry 
(Aladdin, Earthworm Jim), is splittin' into bits 
and pieces. First, Nick Jones, the developer of 
the upcoming 3D platform game Wild 9, has 
left Shiny for the development group Visual 
Concepts. Second, the entire team behind the 
upcoming shooter MDK has moved away 
from Shiny's southern California offices to the 
San Francisco Bay area. They're still on the 
Shiny payroll for the moment, since they're still 
working on a Shiny-related project, but the 
future of the relationship between them and 
Shiny is unclear. 


NINTENDO DIS5ES FINAL 
FANTASY VII 


Remember the insane speech delivered by 
Nintendo of Japan's president, Mr. Yamauchi, 
a few months back, in which he sai d that 
"most of [Sony's] software titles are silly and 
boring" and further stating that "Japanese like 
to be alone in their rooms and play depress¬ 
ing games?" Well, the war of words continued 
at E3. During a public forum at which both 
Nintendo and Sony were participating, 
Nintendo of America executive, George 
Harrison, said he was glad Nintendo owners 
would NOT be getting to play the superlative 
role-playing game Final Fantasy VII — a 
game which has sold nearly three million 
copies in Japan, and should do comparably 
in the United States — because it's "slow" and 
"boring." Keep yappin', Nintendo — us Sony 
owners will stay in our rooms and play all the 
boring RPGs Square can churn out! 









































SONY • OCTOBER 


This comical ode to the classic Buck Rogers 
serial offers what is probably the biggest 
game environment to be found on the 
PlayStation. Blasto is played out in real¬ 
time 3D and the player is free to explore 
the entire world of Blasto as he/ she choos¬ 
es. Shooting, puzzle-solving, and belly¬ 
laughing are all pre-requisites to success in 
Blasto. This one is going to get a big push 
from Sony and should find itself near the 
top of the charts. 


ACCLAIM • DECEMBER 


The folks at Acclaim have finally taken the 
Batman license seriously and have assigned 
Probe the task of bringing this summer's 
movie into a real-time 3D world. The game 
will take place over a three day period, and 
will allow the player to go anywhere in a vir 
tual Gotham City. Players can drive the 
Batmobile, hit the ground walking, solve puz¬ 
zles and make use of all those wonderful 
toys. Early, but has great potential. 


II IIIIII11 mill 

BRAVO 


RACE 


Bravo Air Race looked like a good twist on 
the standard racing theme. You pilot a 
number of different vintage World War 2 
fighter planes, as well as some newer air¬ 
craft, on a series of four different air cours 
es. There is also a two player, split-screen 
mode. Graphics looked good and the game 
is fast and realistic. 
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WARS 


HASBRO * OCTOBER 


Based on the popular animated television series, 
Beast Wars is a real-time 3D shooter where the play¬ 
er can transform from robot to beast. The game is 
played out over six different environments, with a 
total of 32 different missions and 10 different char¬ 
acters for each mission. Looks like it has potential. 
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FOX • OCTOBER 


Croc is Argonaut's answer to Mario 64 for the 
PlayStation. This real-time 3D, action/platform adven¬ 
ture allows the player to explore a number of graphical¬ 
ly detailed and beautifully rendered, go-anywhere 
environments. The main character, as the title implies, is 
a buck-toothed crocodile that looks like it is aimed at the 
younger crowd - but the gameplay and quality graphics 
should appeal to more " experienced" gamers as well. 




CRASH BANDICOOT 2 

SONY * NOVEMBER 

What can you say about the sequel to last 
year's blockbuster hit? Naughty Dog is 
pushing the envelope this year with new 
animation, new moves, new enemies, new 
friends and level designs that offer even 
more graphic excellence, exploration and 
secrets. Just wait until you take a ride on 
the jet pack - gaming doesn't get much bet¬ 
ter than this! Look for this one to take a 
year-long ride near the top of the charts. 



GEX: ENTER THE GECKO 

CRYSTAL DYNAMICS • DECEMBER 


A consensus E3 Top 10 pick, Gex: Enter the 
Gecko looks like it has the potential to con¬ 
tend for game of the year. The Gex charac¬ 
ter is a thing of beauty, the go-anywhere 
3D worlds are large, very detailed and col¬ 
orful, and the game has a tongue-and-cheek 
look at itself that is both comical and 
refreshing. Sharpen your pencil, this one 
should find a place near the top of every 
gamer's wish list. 












































































































































































NFL GAMEDAY ’98 




SONY * SEPTEMBER 

GameDay is back and its sporting a new, 
high-resolution look that has to be played 
to be believed. Sony's San Diego develop¬ 
ment team have gone to polygonal players 
and they look like nothing you've seen 
before. There is a ton of new animation and 
moves to complement the award-winning 
gameplay that this series is known for. 
book for big things from this title. 




I 



VIRGIN • NOW 


Hercules was a BIG shocker at the show.., a 
finished game, ready for release the day 
that the movie comes out. Virgin calls it 
" stealth marketing." We call it a game that 
the entire family will love. Gameplay is in 
the style of Aladdin on the Genesis -- the 
difference being that the game, while basi¬ 
cally side-scrolling in nature, incorporates a 
number of special 3D effects and levels. 

This one looks like it could be huge. 




ACTIVISION • OCTOBER 

This one kind of just snuck up on us - an 
unlicensed title from an unknown (at least 
in the US) developer that just smacks you 
over the head with its beautiful 3D visuals 
and dark, forbidding gameplay environ¬ 
ment. Fight the undead and the baddies 
that want to make you part of this group 
as you try to survive in 19th century 
England. Great gameplay, good puzzles, 
super graphics... sleeper hit potential. 


NIGHTMARE CREATURES 























































































































































































































HASBRO • OCTOBER 


We ve been waiting for someone to do this game for a 
long time, and Hasbro and the developer, Millennium, 
do not disappoint. Frogger PSX takes the EXTREMELY 
addictive gameplay found in the original Sega arcade 
game and drops it into a real-time 3D world that is 
bright, colorful and varied. We spent quite a bit of 
time with this one at the show, and it is an absolute 
- blast to play. There's even a four player split-screen 
race mode for even more amphibian fun. 
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T*HQ « OCTOBER 


An Alternative Rock soundtrack serves as the backdrop 
to this one-on-one fighter. The game features 16 differ¬ 
ent characters and a number of different fighting 
styles, including; karate, jujitsu, kung fu, wrestling, 
taekwondo and street fighting. Not a whole lot of fight¬ 
ers coming this fall, could make a dent in the player's 
psyche. 





ASC GAMES • NOVEMBER 


Another PlayStation-only title arriving for 
this holiday season, ONE is a tremendous 
third-person, real-time 3D action game that 
features amazing speed and visual effects. 
A unanimous choice on every PSExtreme 
editor's E3 Top 10 list, ONE has mega-hit 
potential The game is being developed by 
Visual Concepts and should end up on 
many an editor' s award lists this year. 
Can't miss. 



TEST DRIVE 4 

ACCOLADE • NOVEMBER 


The lest Drive series continues with 
what looks like the best racing game 
coming to the PlayStation this holiday 
season. The game features a bunch of 
' 60 1 s muscle cars going up against some 
of today's better known exotics in some 
extremely high-speed racing. The tracks 
look great, the car models are the best 
we've ever seen, the frame rate is pedal 
to the metal, and the gameplay and con¬ 
trol are peerless - should be a big seller 
this Christmas. 































































































































































TOMB RAIDER B 



EIDOS • NOVEMBER 


The follow-up adventure to everyone' s 
favorite babe-quest is, without a doubt, one 
of the biggest stories on the PlayStation 
this Christmas. Sony and Eidos have decid¬ 
ed to make this one PlayStation-only and 
there is a lot for PS owners to celebrate. 
Lara will have more moves, bigger worlds, 
more puzzles and more polygons to, well, 
help round those things that should be 
round. BIG hit... big, big hit. 
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WCW IXIITRO 

_ T*HQ * NOVEMBER _ 

Hot on the heals of their big-time success 
with WCW vs. The World, T*HQ will be 
bringing WCW Nitro to the PlayStation this 
fall. The game features 16 different WCW 
and I\TWO wrestlers, with over 30 moves 
per wrestler. As with VS., Nitro will feature 
Alternative Rock music. High resolution 
texture maps, with smooth closed meshes 
round out the presentation package. 




COURIER CRISIS 


GT INTERACTIVE • NOVEMBER 


Essentially a 3D version of the classic Atari 
Games coin-op, Paperboy, Courier Crisis is 
yet another BMG game that is being pub¬ 
lished by an entity other than BMG. The 
game looks OK, but there are some serious 
frame rate and polygon issues to be dealt 
with before this one makes it on anybody's 
"buy list." Still, it has a certain Road Rash 
quality to it... time will tell. 
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PAC-MAN: GH05T ZOIME 

NAMCO • OCTOBER 



Although Pac-Man: Ghost Zone was only shown on 
video at the show, what we saw looked very promis¬ 
ing. This incarnation of Pac-Man places the little 
round fellow in a go-anywhere 3D environment which 
is becoming all the rage these days. Ghost Zone will 
feature 14 worlds to explore with tons of tricks, 
traps, puzzles, and of course, mazes. Pac, (or Mr. Man 
as we affectionately call him) will be able to jump, 
swim, slide, chuck power-pellets, fly and rocket down 
rollercoasters, as he battles an all-new cast of bad 
guys and ghosts. 
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HARDCORE B 

ASC GAMES • NOVEMBER 


ASC Games heads back to the rough road with 
Hardcore 2. The game features six new trucks and 
eight new courses. A two player split-screen game is 
featured this year, along with the ability to upgrade and 
customize your vehicle. The trucks and tracks look bet¬ 
ter and faster than last year. 




RUNNING WILD 

UNIVERSAL • OCTOBER 


This game is an update on the very cool 
"Dashin 1 Desperadoes 11 theme pioneered by 
Data East on the Genesis - a foot race to 
the finish line with many obstacles along 
the game 1 s different paths. The game runs 
at 30 frames per second, features high-res¬ 
olution textures and looks like it has great 
potential as a multi-player game. 




EA • OCTOBER 


This exciting new title from Electronic Arts 
was one of the few nice surprises of the 
show. The game is coming together smooth¬ 
ly and the graphics and control look to be 
stellar. Once the gameplay gets thrown in, 
EA could have one of the better action titles 
available this fall. 





















































































































































































VR FOOTBALL w/JIMMY 



INTERPLAY • NOVEMBER 


Interplay’s foray into the football arena 
may be met with a bit of trepidation. The 
game looks good enough, but when com¬ 
pared to the polygon players of NPL 
GameDay ‘98 and the franchise of Madden, 
Jimmy could be in for an uphill battle. The 
game does feature an intriguing one step 
play calling feature. 
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BUG RIDERS 

GT INTERACTIVE • NOVEMBER 


GT Interactive’s new racer looks promising, 
but it’s at that critical stage in design 
where it could go either way. The player 
doesn’t have control over the bugs, as they 
know the courses well and all you need to 
do is gently steer them into the power-ups 
and time bonuses 
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QDDWORLD: ABE’S 0DDY5EE 


GT INTERACTIVE • SEPTEMBER 


GT had a nice theater presentation for 
Odd world, and the demo really showed off 
the humor and classic gameplay elements 
that Abe will be bringing to the Playstation 
this September. Abe incorporates a dozen 
or so speech elements (through the use of 
the shoulder pads and buttons) to enhance 
the gameplay even more. 
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MAXIMUM FORCE 

MIDWAY • NOVEMBER 


The arcade shooter from Atari is coming home via 
Midway, and for you light gun fanatics out there 
you’ll he pleased with what awaits you Maximum 
Force uses pre-rendered backgrounds and tons of 
digitized animations to create a cool look We 
noticed that the game requires much more preci¬ 
sion than did Area 51. 
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POWERBOAT 

INTERPLAY • OCTOBER 


Powerboat was another title that caught us by surprise, 
and the game plays like =i bandit - what there is so far, 
anyway. At about 50% complete. Powerboat has a fan¬ 
tastic engine that really flies, giving a great sensation 
of speed either on top of, or below, the water. 





METAL GEAR SOLID 

KONAMI * FEBRUARY *98 

Another game that was displayed on video 
and not playable Metal Gear Solid is the 
logical extension and sequel to a longstand¬ 
ing series that debuted way back in 1987 
on the Japanese MSX console system. The 
game follows its lend character, Solid 
Snake, through a movie-like plot where the 
mission is to infiltrate a nuclear weapons 
warehouse, eliminate the terrorists and dis¬ 
arm the base in 24 hours. The key is to do 
this without alerting 
your presence to others, 
by taking a- more hide- 
and-seek stealth-like 
position. This title looks 
like it could be a big con¬ 
tender in ‘98. 




JET VIOTO 


SONY • SEPTEMBER 

Jet Moto 2 takes the on and off-road racing 
action to a host of new locales in this year’s 
sequel. The levels playable at the show were 
an earthquake riddled Los Angeles, a cav¬ 
ernous network of underground tunnels, a 
Yosemite-like outdoors track with a huge 
waterfall and wide-open valleys, and a tropi¬ 
cal island volcano — complete with streaming 
molten lava. There have been quite a few 
changes to this sequel, the most noteworthy 
being the control, which 
has been tweaked to per¬ 
fection and is much tighter 
than the original. We pre¬ 
dict this one will do even 
better than the first. 


















































































































































STREET 


CAPCOM • NOVEMBER 


Based on the arcade hit, SF EX features the 
return of favorite Street Fighter characters 
such as Guile, Zangief, M. Bison, Akuma, 
Chun Li, Ryu and Ken, with the introduc¬ 
tion of new characters like Skullomania, 
Pullum, Purna, and Cracker Jack — each 
with a unique link to previous SF games. 
Expect all of the same, classic SF gameplay 
with sharp and detailed 3D graphics. 


GT INTERACTIVE • NOVEMBER 


Youngblood, based on the Youngblood char¬ 
acters in the popular Image Comics comic 
book series, will be a strategy/RPG game 
due out at the end of the year. The game 
allows players to control a group of charac¬ 
ters on eleven real-time missions, complete 
with many different levels and areas. 

From what we saw and played at the show, 
the point and click gameplay does work 
qucikly and easily on the Playstation. 


WARS 


PSYGNOSIS • NOVEMBER 


Although we previewed Colony Wars in 
last month’s E3 section, we felt it 
deserved a second round of coverage. The 
game takes 3D space battles into a whole 
new generation with graphics and special 
effects that have to be seen first-hand to 
be believed. The player is strapped into 
the cockpit of a small spacecraft and 
sent into a series of fierce 3D battles of 

epic proportions. ,__ 

Colony Wars is just one 
of many in Psygnosis’ 
line-up of killer 

Christmas titles. ' 
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HARDWOOD HEROES 

MIDWAY • DECEMBER 


Tiie first five on five basketball game from Midway is 
Hardwood Heroes, featuring all of today’s stars 
(except the usual trio) and a few from the glory days 
(before the NBA was Michael and a cast of others). 
The game looked surprisingly authentic, but being 
only half done, the AI and play mechanics were not 
all there. 
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EXODUS 

SONY • FEBRUARY ’98 


Exodus takes the action-shooter genre into the next 
century with futuristic, high-tech, cybernetic combat. 
Gamers will blast through fully interactive 360 degree 
3D battlezones with total freedom of movement. The 
game can be played two-player cooperatively and 
packs unbelievable special effects. We’ll have plenty 
more on the title in the upcoming months. 




RESIDENT EVIL DIRECTOR’S CUT 

CAPCOM • SEPTEMBER 

Included in Director’s Cut will be three sep¬ 
arate difficulty levels, as well as new 
graphic cinematic opening sequences and 
cut scenes that were edited out of the U.S. 
Version due to their violent content, more 
enemies in different locations, new charac¬ 
ter costumes, new camera angles and 
music, and rearranged puzzles and items. 
But wait, there’s more! As an added bonus, 
Director’s Cut will also 
include a second CD with 
a fifteen minute playable 
demo of RE S, how’s that 
for cool? 



V RALLY 

_ OCEAN « OCTOBER _ 

This new driving game is all that Ocean 
had for us to see and, unfortunately, V 
Rally didn’t make a great first impression. 
The graphics were on par with most other 
driving games, but the control still needed 
to be worked on. V Rally isn’t scheduled for 
release until late in the year, so there is 
certainly plenty of time to tweak the dri¬ 
ving aspects. Not confirmed, but probably 
an analog control game. 

































































































































































EA SPORTS • NOVEMBER 


FIFA is looking good, and boy howdy, EA 
Sports has dumped a truck load of options 
into their latest soccer offering. 
Announcers do play-by-play in six differ¬ 
ent languages, 172 different nations, with 
193 international teams, and loads of 
game play options. 


EA SPORTS • NOVEMBER 


EA Sports didn’t have a playable version of their 
latest hockey offering, NHL 98. EA decided to go 
to their Canadian offices this year, and work on a 
quicker engine and improved AI. 

Live 98 is in the really early stages of develop¬ 
ment. EA Sports is working on some new 
player moves and animations, and even a ■ 
three point shoot-out. Looks like EA will put ■ 
two commentators in the booth, with the addi- H 
tion of Verne Lundquist. 'f 
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CRYSTAL DYNAMICS • NOVEMBER 


Crystal Dynamics is back with a sequel 
to Pandemonium!, the 3D/2D hybrid 
action/platform game. This year, the 
levels are bigger, the action is more 
intense, Fargus can use Sid as a Dig 
Dug like pump to blow-up enemies and 
Nikki is, well... bigger too. CD has also 
thrown in multiple paths, a few in your 
face 3D levels and more... looks good. 
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RAMPAGE WORLD TOUR 

MIDWAY • NOVEMBER 


Now, here’s a game that we haven’t played, since 
we first got our Atari Lynx(s). The updated and all 
new Rampage World Tour has all the same building 
smashing qualities as the original, with new hi-res 
3D graphics and super sound effects. A real crowd 
pleaser 1 
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POWERPLAY 98 

VIRGIN • OCTOBER 


Powerplay 98 is shaping up nicely, but the competition 
is meaner and leaner than last year. Between Pace Off 
‘98 (Sony), Breakaway 98 (Acclaim), and NHL 98 (EA 
Sports), the hockey fan with a PlayStation is in for one 
heck of a winter. From what we saw, Powerplay keeps 
the graphics and gameplay of the original, and spices 
things up with a complete statistical database. 




APOCALYPSE 



ACTIVISION • OCTOBER 


As previewed in previous issues of 
PSExtreme, Apocalypse is a third person 
shooter featuring Bruce Willis as your virtu¬ 
al buddy. The buzz on this game is pretty 
strong, but the version displayed at the show 
was still very early, to the point where the 
game looked like it may be running a little 
behind schedule. Still, Apocalypse is showing 
great potential and, with the tremendous 
marketing effort that 
Activision is putting 
behind the product, 
you can bet that the 
internal development 
team will be putting in 
the OT to make sure 


that a great product 
ships this October. 



GHOST IN THE SHELL 


T*HQ * OCTOBER 


This real-time 3D shooter is based on the 
Japanese 11 anime" sci-fi feature film and 
comic book. There are IS different mis¬ 
sions, played out in go-anywhere environ¬ 
ments, with a third-person perspective that 
transitions into first-person during close-up 
combat. In addition, the game features 10 
minutes of original animation from the 
creative team responsible for the movie. 
This one is pretty unique and looks to have 
good potential. . . 
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MADDEN NFL 98 

EA SPORTS • OCTOBER 


ASCII • JANUARY ’98 


INTERPLAY • SEPTEMBER 


ASCII Entertainment’s Moon is one of 
the most unique and off-beat RPGs that 
we’ve ever seen. The storyline revolves 
around a little boy who is transported to 
a strange and surreal world where he 
must collect lost souls and transport 
them to the moon in order to send him 
back home. Has potential... 


The big news with the Madden series is that it 
isn’t going polygonal; EA Sports has decided to 
stay with sprite based characters and focus 
simply on gameplay improvements. EA Sports 
will add a fantasy draft and a smarter AI to 
keep up with all you smarter players, as well 
as 30 fps animation. 


At long last we finally got a chance to play 
Wild 9, Interplay’s hot new action/platformer 
developed by Shiny Entertainment. Although 
the game’s graphical engine is comparable to 
the likes of Crystal Dynamics’ Pandemonium 
series, the gameplay is decidedly different. 
The main character, Wex, wields a powerful, 
electricity-packing gun which shoots out bolts 
of raw energy. Mixed in between the a/p 
sequences are flying/shooting levels to keep 
the action at a frenetic 
pace. While the final ver¬ 
dict remains to be seen, 

Wild 9 could live up to the 
hype. 









































































































































































VWINli TRIVIA questions 

HD GET A CHANCE TO 


PlayStation 




2} WHAT KIND OF ANIMAL 1$ KAY EF 
3) WHAT PLANET DID BOSC INVADE? 


One (1) lucky winner will receive a free round 
trip for two to the Space Camp Academy, 
including airfare, hotel accommodations and 
plenty more!!! But that’s not all, you’ll also 
^ get a PlayStation™ game console with a 
copy of “Blasto™” and a 

complimentery subscription to 
PSExtreme! Whoa! 


very own PlayStation™ game console, a c 
and a full year of PSExtreme! ' 


atbUNU rnltt: playstatioi|.coift. wM 

An unbelievable five (5) second ptjze wifmers will get a Pla 
ensemble! Yes! If that isn’t enough, they! i also get an entin 

Whoa, that’s an awesome second prize, no? \ y „ — 

To enter, send a T x 5" postcard with the three correct answers, your gender, your name and address and phone number (so we know where to send the goodies). Also, 
let us know whether or not you own a PlayStation. Send entries to: PSExtreme " Blast into Space” Sweepstakes, ttnzel^nternational, 1306 Old County Road, Belmont, CA 94002 

i- Purchase Nectary to tutor, To enter, send a postcard {no envelopes please) wilhi your name. value of S2M.P0). Five {6] Second Prire wmnef$ will »ch receive @ PteySjaiion brand 1^ T-shirt accepiance of prize, winners agree to the oso of their name and/or likeness for purposes of adveFlisirvg. 

arje. Address, phone number and your answers to Iho trivia gua shorts "Blasl inlo Space' one year subscription to PS Exlremc (approximate retail value ol S30.0&,!. Sponsor reserves (lie nghJtG frads, or promotion wilhoulfurther compensation, unless prohibited by law, Employees olthe Sponsor 
Sweeps!!]ltr.i!> c/o Lioree liiternaljonal. l3Qfi Old County Road. Relmonl, CA 94M2 Entries must he substitute prize ol equai value if piire is unavailable. Prices are non-fralister aMr and no suhstmrllofis And ite parent and alfiliated companies: and their families are not eligibly Neither the Sponsor nor il$ 
received no Inter than October 15, (997. Only ono entry per person. Duplicate onirios will bo destroyed allowed. % affiliates, subsidiaries, division or related companies art responsible lor any damages, taxes, or 

Sony Computer Enter! am menl America (the "Spoasof") is rot responsible Tor losl, late, mutilated, 3. Winners: Winners wifi he determined by a singio random d«wmg ol all vnlid entries received by the expenses (bat winners might incur as rcsull ol ihis sweepstakes or receipt ol prize, 
iitfjrjibio, incomplete or misdirected eniries. Sponsors, whose decisions are final. Prawmg to be bald on or About Ociober 17, >997. Winners shall 7. Winners Lisi: To obtain list ol winners, send a stamped. soH-addressed envelope to PS Extreme 'Bids! 

?. Prizes: One (I) Grand Prize winner will receive a trip lo Space Camp (which includes round trip be notilied by mail awl/or telephone. into Space' 1 Sweepstakes Winners Lisi, c/o Linzoe International, >306. Old County Road, Belmont. CA 

economy tickets lor two Irom the closest major airpori to llio winner's Ponte, hotel accommodations 4. Oddsol Winning Sweepstakes: The odds ol winning depends on number ol valid entries received, 94002 Requests for winners list must be received by October 31,19S7- P-lea so allow 4 {four) weeks lor 
based On double occupancy ul SCEA's discretion and two tickets to Space Camp Academy), one (11 5, Flegibility Promotion open lo residents ol United States only Relorri o! any prno/prlzo notification as delivery of winners Usf. 

HfiySlnlion game con sole, one (11 copy of Hi,'isio IM sollware anti a one-year subscription lo PSExlreme uiidehverable will resell in disqualification and an alternate winner will bo selected Wmnnrs may he 8 Restrictions: Void where prohibited or restricted by law, 
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Whales, and even better looking graphics 
than last year. In addition, Crash 2 doesn't 
separate 3D and 2D levels like it did in 
the original. Instead, side-scrolling scenes 
are seamlessly integrated into the 3D 
worlds, and they have much more of a 
3D effect to them. (They, in fact, are 3D, 


He's back! Crash Bandicoot, Sony's — including the ability to swim, hang, 
marsupial of choice, makes his return slide and super jump, the player will now 
to the PlayStation in "Crash Bandicoot 2: be able to choose his or her own path 
Cortex Strikes Back." It seems that Cortex through the game, and the graphics will 
did not perish as he fell to Earth at the be even more colorful, lush and detailed 
end of the original game. Instead, he was (if that is possible). In addition, the levels 
able to penetrate the Earth's surface and (there are 30 in all) will feature multiple 
discover crystals that will help the branching points — where players can 
mad doctor launch the Cortex choose which direction they want to take 
Vortex and Evolvo Ray into the to complete the level, larger levels (in terms 
skies above our unsuspecting of 3D play area) and even more puzzles, 
planet. Cortex has one small problem, hidden items and secrets than the original, 
though, SOMEONE needs to collect the The original Crash Bandicoot, released 
required crystals so that he can...GASP... on September 9, 1996, was a massive 
expose the entire world's population to critical and sales success — not to mention 
the simultaneous effects of the Cortex the fact that the game was launched with 
Vortex and Evolvo Ray! And we all know one of the coolest, in-your-face advertising 
who the unwitting victim will be! campaigns in recent memory. 

Crash Bandicoot 2's design team are Greg and I got a chance to play Crash 
looking to bring more of everything that 2 just as we were wrapping this feature 
gamers loved about the original title into and we feel that new and existing Crash 
the sequel. The real-time 3D world is larger lovers are going to be in for a real treat, 
with more levels, Crash has more moves The game features an all -new, real-time 

3D level map where you actually "walk" 
straight into the level that you are going 
to play, a ton of new in-game and "death" 
animation for Crash, a horde of new 
enemies, including seals and qiant Killer 

























































































































EXCLUSIVE 




only the camera has been positioned so With another year of PlayStation 
that the action is moving from the left side development experience under their belts, 
of the screen to the right.) And, the paths and some of the most talented people in 
that you travel down are wider— giving the worlds of gaming and cinematics 
more of a "qo-anywhere" feel to the levels, workinq on the project, Crash Bandicoot 
Lastly, we were able to ride a baby Polar 2 is sure to be a required purchase for 
Bear through one of the snow levels, and existing, and future, PlayStation owners 
a water-speeder in one of the jungle levels this holiday season. We will have much 
— both very cool. more coverage on Crash 2 over the next 

To date, Crash Bandicoot has sold more few months an id we expect to review the 
than 1.5 million units worldwide and won game in our November issue, 
a number of awards in the critical press. 
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^ ^'^ r ' s |, mas racing to get their hands on it for no other 

B MP I mI season edges reason than their own personal gain. Lara's 

closer and c oser, q Ues | f or the dagger wi I take her to a variety 
so does the release date of Tomb Raider of neW/ danger-filled locales, ranging from 
2, the much anticipated sequel to one of last ^ Great wd| of chinQ Qnd ^ Waterways 

year's biggest PlayStation titles and, not 0 f Venice to a sunken ship and the Mountains 
so coincidentally, the recipient of our much of Tibet Ljke the origina | # each jevel wi || be 

deserved and highly esteemed, "Game of Qn enormouS/ open 3D environment to 

the Year Extreme Award. When it was eX pl 0 re, with this year's game having even 
originally released last year, Tomb Raider more outsjde environments 

raised the bar of excellence by setting a host A | though Eidos and Core have chosen not 

of new standards from graphics to gameplay to sway too far f rom tbe original's formula, 

and wowed ust about anybody who j omb Raider 2 definitely shows what a year 
played it. Come this November, Tomb Raider of progress brjngs to tbe tab!e Core bas 

2 is set to repeat the whole experience with g Qne j n and overhauled the graphical 
a new adventure for the busty Lara Cro , en gj ne/ cleaning up most of the polygon 

complete with new moves, enemies, weapons c | ipping pro b| e ms found in the original, 
and, of course, plenty of challenging puzzles. Me adding many new touches and specia | 

This time around, the story is focused on the effects. Expect to see brilliant light sourcing, 
mysterious magical Dagger of Xian which inc | uding bright flashes from weapons, 

gives its owner unbelievable powers. Of c | eaner and sharper environment textures, 
course, Lara can't resist the challenge of d| new animations f or Lara _ even her 

hunting down a new treasure and, as usual, ponytail animates independent of her body, 
she s not alone there are two other parties and three different costumes, including a 
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EXCLUSIVE 




wet suit. Core didn't stop there either; Lara or area, in c 

hand over the shadows 
can use in While, so fc 


nas an array or new moves trom 
fist "mountain-style", which she 
a variety of situations like climbing up book sneak peaks of the gc 
shelves or cavern walls, to the ability to crawl evident that, like the 
through tight spaces. She also has new 2 will be something 
weapons and items at her disposal, such as playing this holiday 
an underwater harpoon to ward off sharks game's release is still 
and other underwater enemies, to a flare will be providing pier 
which she can temporarily carry around like and screen-shots as t 
a torch to light her way through dimly lit For now, you'll have t 
passages or throw into a pitch-black room, of the Venice, Italy le 
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itar Wars fan's dream come true: A one-on- purists, we are told Masters of Teras Kasi falls 
me 3D fighter where you control and fight as in between the Star Wars and Empire Strikes 
ome of your favorite Star Wars characters. Back movies). 

slo longer will you have to wonder who is When all is said and done, there will be nine 
stronger, a Wookie or a Tusken Raider? Now characters, drawn from both the Rebel Alliance 
you can have that grudge match between and Galactic Empire, from which to choose 
Han Solo and Boba Fett. Indulge yourself (with a few unannounced secret characters as 
in the powers of the Dark Side with a well). As it stands now, they are: Luke 
confrontation between Darth Vader and Luke Skywalker, Princess Leia, Han Solo, 
Skywalker — this fall these scenarios will Chewbacca, Arden Lyn, Boba Fett, Darth 
all be possibilities. Vader, Thok the Gamorrean Guard and Hoar 

The storyline behind the the Tusken Raider. Each character has a unique 
game is centered around power attribute or special weapon they can 
a mysterious woman by use to assist them in combat. For example, 
f the name of Arden Lyn, characters like Luke Skywalker and Darth Vader 

a master of the art of will be able to wield their lightsabers while 
teras kasi, an ancient Leia carries a staff, Chewie has his bowcaster 
martial art as old as the and Han can use his blaster. It's also possible 
Jedi Knights themselves, to holster their weapons and fight hand-to- 
m. * Like the Jedi Knight, a hand for faster and more accurate close range 

master of teras kasi also combat. There will be literally hundreds of 

harnesses the Force, but_ 

r with a very different I__ - _ _ 

philosophy. Arden Lyn is I 
bent on destroying the Rebel 

Alliance and has been | j 

enlisted by none other than 
Lord Vader himself. Together I > 

with a group of the most I - ^ ... 

feared champions of the |- 
n Galactic Empire, she is 
determined to eliminate the 
leaders of the Rebel Al I iance 
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EXCLUSIVE 


aosslble moves for each character, rivaling the effects like ambient lighting, 3D backgrounds, 

ikes of Tekken 2 and Soul Blade, and play sampled sound effects (such as the lightsaber's 

modes will include Practice, Arcade, Versus trademark hum) and a combination of motion- 
and Team Battle Mode. The game's 3D-rendered captured and hand drawn animation, 
battle arenas are set in a variety of familiar Although LucasArts is just now revealing 
Star Wars locations such as Cloud City, Hoth, information about the game, Star Wars; Masters 
Tatooine, Endor, Dagobah, the Emperor's throne of Tera Kasi has secretly been in development 
room and even a never-before-seen penal for two years and is set for a November release, 

colony on the planet Mytus VII. It's not too difficult to see that this game has 

The graphics, even at this early date, (about huge hit potential written all over it and we will 

65% complete) look outstanding. The designers be back in the next few issues with plenty of 

at LucasArts have packed in plenty of special follow-up information. 
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Up until now, Psygnosis has been 
keeping quiet about their upcoming 
Mario-esque, 3D action-platformer, 
Rascal. Currently in development 
by the talented folks at Traveler’s 
Tales, whose past credits include 
Mickey Mania, Toy Story and Sonic 
3D Blast, Rascal is a free-roaming, 
character-driven 3D adventure 
based on time travel. The main char¬ 
acter is a 13-14 year old kid, with 
a bit of an attitude, who has jumped 
into his father’s time machine in 
an effort to rescue him from the 
clutches of the evil Time Overlord. 
This title could prove to be one of 
Psygnosis’ biggest yet and they are 
taking extra steps to make it that 
much more special, to the extent of 
bringing in Jim Henson’s Creature 
Shop — the creators of such ani- 
matronic wonders as Yoda and the 
like — to create the main charac¬ 
ter, as well as the final boss. Rascal 
will feature classic platform game- 
play such as running, shooting, 
jumping, swimming and tried-and- 
true butt-bouncing, incorporated 
into an amazing, next-generation 
3D engine. The game will run at a 
constant 60 frames per second in 
the PlayStation’s mid resolution 
mode (512 x 240) and will be 
packed with eye-popping special 
effects like real-time reflective sur¬ 
faces and hundreds of thousands 
of colors. 
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• All home systems are currently supported 

• Only Industrial components (Ultimate Joystick and Push Buttons) 
are used for the Real Arcade feel 

• Unique Quality double-sided Printed Circuit Board can control 
up to three (3) systems simultaneously 

• Reliable single High-Performance RISC-like CPU 
(Microchip® 8-Bit CMOS Microcontroller) running @ 20 Mhz 

• Quality Arcade construction using 3/4" Melamine Fiberboard 

• Heavy-Duty and High Reliability 


Mas Systems introduces its new re-designed Super PRO-STICK Arcade controller in a rugged quality wooden case, capable of supporting 
up to three different systems at the same time. Ideal for most fighting games, such as the Street Fighter and the Mortal Kombat series. The 
unique RISC-like CPU Microcontroller operating at high speed (20 Mhz) has low power, and yet high performance, handles all the 
interfacing between the mechanical parts and the host system. 

The Super PRO-STICK enables easy addition of systems. Mas Systems also adds systems upon customer's request at its option. Updates 
are also available in kit forms (Microcontroller, passive components, cable, solder, wires, and instructions) by mail at a nominal charge. 


MAS Giveaway 

1175 Chess Drive, Suite F 
Foster City, CA 94404 


IT’S EASY TO WIN! 

Just send a self-addressed, stamped envelope with a 

3"x5" card containing you name, address and phone number to 


1* Wo purchase Necessary to enter: To enter, send 
your name, address, age and phone number to 
Dimension Publishing 1175 Chess Or. t Suite E, 
Foster City, CA 94404, Only one entry per 
person. Entries must be received no later then 


July 30th 1997. Dimension Publishing is not 
responsible for lost, late, mutilated. Illegible, 
incomplete or misdirected entries, 

2 . Eligibility: Promotion open to residents of 
United States only. Return of any prize/prize 


notification as undeii vocable will result in 
disqualification and an alternate winner will be 
selected. Employees of Mas Systems and 
Dimension Publishing, their parent and affiliated 
companies and their families are rot eligible. 


3. Winners: winners will be determined by a single 
random drawing of all valid entries received by 
the sponsors, whose decisions are llnak All 
winners will be notified by mail. 

4, Winners List: To obtain a list of winers. send a 


stamped, self addressed envelope to Dimension 
Publish I ng/Mas Systems Winners List, 1175 
Chess Dr., WE, Foster City* CA 94404 
5, Restrictions: Void where prohibited or restricted 
by law. 


WE ALSO CARRY A FULL LOME OF HIGH QUALITY 



ARCADE-STYLE PERIPHERALS 

This is simply the best Analog RGB monitor in the Arcade industry. Experience the highest levels of video performance from this 
top quality industrial analog RGB monitor. If quality means more to you than anything else, you'll love this unit. It will deliver the 
sharpest, cleanliest true color possible — outperforming the commonly found S-Video format in most high-resolution TV/Monitors 
by a mile. 

The color is dead-on, and the picture's depth and details will surely impress you. The set is built using the latest Arcade 
construction method, with the screen protected by a 3/16" tampered glass. As a matter of fact, the monitor is designed for real 
Arcade games, for use with the Super NOVA Arcade System. It also can be used for all home game consoles such as the 
Nintendo® 64, and the Sony PlayStation m . 

• CRT Sizes (diagonal measure) Available: 19", 25", 27", and 33" 

• Prices : 19" ($645), 25" ($845), 27" ($1045), 33" ($1995) 



Imagine enjoying the 
arcade experience in 
your own home . We 
can custom build 
arcade cabinets to suit 
your every need. Our 
cabinets are of the 
highest quality and 
feature all the same 
professional arcade 
components as our 
entire product line. 

Call for pricing 



The Super NOVA Arcade System brings you the real Arcade Experience home. 
It comes with everything you need to play REAL ARCADE game boards - such 
as Tekken 3, Super Street Fighter 3, and X-Men vs Street Fighter in the comfort 
of your home. There are three (3) different types of Video formats provided: 

• Analog RGB Output - the "Best" possible picture. 

• S-Video Output (Y/C) (highly recommended) 

• Composite Video Output 

The Super NOVA system also allows the Left and Right Audio Outputs to be 
hooked up to a HI-FI Stereo system using standard RCA plugs. A built-in 
four-inch (4") speaker means that is is a totally portable unit, complete 
with two single individual arcade controllers for Player 1, and Player 2. 
Additional and custom controllers can be ordered seperately to 
accommodate games that require more than two (2) players. 

Super NOVA Price : $295 


TO PLACE ORDERS, CALL: 


www.massystems.com 





















G-Police could, quite possibly, be 
one of the biggest titles coming 
out of Psygnosis this year. The 
wait for G-Police has been sub¬ 
stantial but, from what we’ve 
seen so far, will have been well 
worth it. In the game, you play 
as a police officer in control of 
a one-man military gun-ship 
who is looking for answers into 
his sister’s mysterious death. 
The play field is comprised of 
50 interlinking tunnels, that 
separate the different levels, 
which range from sprawling, 
skyscraper-filled urban envi¬ 
ronments to industrial waste 
lands. At the beginning of the 
game, you know very little about 
the clouds of mystery that loom 
over the death plagued land¬ 
scape. However, with the com¬ 
pletion of each phase, clues are 
revealed that will help you solve 
the riddle. As far as gameplay 
is concerned, G-Police has won¬ 
derful flight physics and terrific 
special effects (like firing off 
a flare to alert the ground force 
of the location of some bad 
guys). The game will utilize 
Sony’s new analog pad, and fea¬ 
ture a dozen different camera 
angles from which to view the 
action. This epic title is slated 
for release in November. 
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What the 
Industry thinks. 



www.vgol.com 


“VGOL boasts a compre¬ 
hensive directory of sites 
pertaining to every aspect 
of the Electronic Gaming 
Industry. We were hard 
pressed to prove them 
wrong.” 

-Net Guide, 

Gold Site Award Winner 

“Top Five Web Site” 

-PSX Editorial Staff 


“3 Star Rating” 

-Yahoo Webhead 

“A comprehensive and well 
designed data base of 
distributors, developers, 
manufacturers, new releases, 
trade shows, and job 
opportunities on the web. 
Video Games On-Line lives 
up to its claim.” 

-Webcrawler Select 
Editorial Team 

“Excellent as a Web 
Integrated Strategic 
Environment” 

-WISE award, presented by 
Mansfield & Associates 







EA Sports is gearing up for 
a September release of the 
latest installment in their 
popular football series, 
Madden NFL 98. The first 
thing you’ll notice from the 
screen shots is that EA is 
keeping with the traditional 
sprite based characters, 
instead of going to polygon 
players like they have with 
their other sports titles 
(NBA, NHL, and MLB). You 
can expect Madden to have 
the usual features, like John 
and Pat doing the TV style 
presentation, offensive and 
defensive playbooks that 
combine over 500 different 
plays, the create player 
option and, new to 98, the 
GM mode that forces the 
gamer to deal with the intri¬ 
cacies of the salary cap. Also, 
like last year, all the stadi¬ 
ums will be 3D rendered, and 
Madden 98 will sport all of 
the NFL teams as well as 
over seventy (70) old time 
“great” teams. One more fea¬ 
ture that gamers will enjoy 
is the Pro Bowl mode that 
selects the individuals for 
the post season game based 
on their season statistics. 
Look for Dave’s review of 
Madden 98 in our October 
issue, bub. 
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Eidos Interactive is looking for a few daring 
adventurers to enter the insidiously evil and 
treacherous far reaches of Deathtrap 
Dungeon, uncover its hidden secrets and 
treasures and make it out alive in one piece 

— where do we sign up? Based on Ian 
Livingstone’s multi-million selling Fighting 
Fantasy books, Deathtrap Dungeon is a 3D 
hack-and-slash adventure that pits players 
against a multitude of monstrous characters 

— ranging from firebreathing dragons and 
slithering serpents to bloodthirsty ores, 
mummies and zombies — in a dynamic 3D 
environment similar to that of their “other” 
3D adventure game, Tomb Raider. You won’t 
go in bare-handed though; at your disposal 
will be an arsenal of weapons which include 
broadswords, flamethrowers, battleaxes, mal¬ 
lets, bombs, muskets, magic spells and plen¬ 
ty more handy-dandy items that you will 
find along your quest. There are a total of 
ten heinously huge levels — each an enor¬ 
mous sweeping map of mazes, corridors, 
labyrinths and dungeons and you can choose 
to do battle as either a heavily armored male 
warrior or a scantily-clad female amazon- 
ian. Deathtrap Dungeon is tentatively sched¬ 
uled for a fourth quarter release. 
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EA • AVAILABLE AUGUST 


With the introduction of NCAA 
Football 98, EA Sports is set to 
go toe-to-toe this fall with 
Sony’s own college entrant, 
GameBreaker ‘98. EA has 
packed NCAA with a ton of 
options, most of which you’ve 
come to expect from them. 
They have also put in a nifty 
little diversion called “Dynasty” 
(NO, not the one with Linda 
Evans) that lets you take any 
of the universities through mul¬ 
tiple seasons in an attempt to 
create a national powerhouse, 
complete with graduating 
seniors and the recruiting of 
incoming freshman. All the 
Division I conferences have 
been included, so you won’t be 
missing Favre’s alma mater, or 
any other obscure college (no 
offense, Brett). There’s anoth¬ 
er menu option that caught our 
eye, and that is the chance to 
go back in time and play some 
of the greatest bowl games 
ever. The playbook for NCAA 
Football 98 will be extensive, 
as former UCLA coach Terry 
Donahue (who?) helped put the 
book together, using plays that 
best represent what the indi¬ 
vidual colleges utilize. Look for 
a complete and authoritative 
review in the September issue 
of PSExtreme. 
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If you saw the E3 preview in our June 
issue, you probably remember seeing a 
couple of screen shots from this new 
racer, Porsche Challenge. Sony Europe 
spent some quality time with the new 
Porsche Boxster, getting every detail of 
the little two seater into this new game. 
The basic premise is to race four dif¬ 
ferent courses against five fellow Boxster 
owners, and come in first place in each 
race. Accomplishing this task will move 
you up to the next level where the same 
four courses open up into larger tracks. 
If you win those four races, then the 
tracks open up yet again, and you’ve 
got to come in first place on these cours¬ 
es to become the Boxster Champion. The 
gamer can choose between the six dif¬ 
ferent drivers (four dudes, two chicks), 
with each of the drivers using their 
individual driving characteristics. 
Graphically, Porsche Challenge is a treat, 
as the Boxsters have been meticulous¬ 
ly rendered, and the courses have a nice 
level of detail as well. The game should 
be out by September, and we will have 
a complete review in the next issue. 
































































































































































































































PUBLISHED BY MGM INTERACTIVE — DEVELOPED BY EUROCOM 


Anyone out there remember the classic 
Commodore 64 game, Paradroid, in which 
you controlled a robot with the ability to take 
over and assume control of more powerful 
robots through a neat action/puzzle 
sequence? No, I didn’t think so — but, dang 
it, I do. And so does Robb Alvey, the producer 
of Machine Hunter, and a man I once declared 
in print to be " the coolest guy in the video 
game industry," which I still don't think he's 
lived down. Machine Hunter (which had the 
working title H.O.S.T. for a while) also bears 
more than a passing resemblance to the 
recent Interplay shooter, Loaded, with its 
top-down viewpoint, light-sourced 3D graph¬ 
ics and gory shooting action, but it’s a clear¬ 
ly superior (and extremely difficult) game. 

Here' s the storyline of Machine Hunter, 
such as it is: you're a two-gun-totin' cyber- 
commando fighting to save humanity from 
an alien invasion or a bad case of eczema 
or something similarly hor- 
rible. You wander around each 
level, snagging hostages and 11 u ' 1 " 
keys and blasting the multi- 11 
tude of uglies in your path, Jj i 

both organic and mechanical. 1 f 
Whenever you defeat a bat- | * |Ti 
tie droid in one of the game 1 s | S 
16 levels — well, 17 if you [ISgggig 
include the final boss “level” 

— you can touch its sparking chassis to take 
control of it and its powers, kinda like a body 
snatcher. Or you can shoot it and blow it up. 
(There's no action/puzzle sequence, as in 
Paradroid though, presumably to keep the 


gameplay flowing at a rapid rate, which it 
does.) f 

The droids get bigger and better as the 
game progresses — there are nine in all — 
to the point where you' re unleashing some 
truly heavy-duty firepower. If, and when, 
the droid you 1 re piloting runs out of juice, 
it explodes, and you 1 re left controlling the 

boring commando again until 
323 1 you can claim another host. It’s 
j a simple gameplay mechanism 
^ :3 ;j that gives Machine Hunter a 

4 | j very strategic quality, as you’re 

4j j always blasting with an eye on 
J I?r 1 taking over your next victim. It 
) |_, J also doesn’t hurt that Machine 

| gijBj|ww£ Hunter’s levels are very well 

designed, crammed with secrets 
and taking advantage of the multiple “lay¬ 
ers” of floors to make exploration almost as 
much of a challenge as surviving the waves 
of baddies. Fortunately, there’s a lovely map 
which you can call up at any time to see 
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my diploma from the Outrageously Expensive 
College of Sick Puppies on my office wall), I 
love the way a droid leaves a trail of blood 
behind it after you drive through a pool of 
plasma. I also quite enjoy the way the more 
powerful weapons light your enemies on fire. 
(Perhaps it’s time for me to look into coun¬ 
seling!) The decent techno tunage goes well 
with the action, and the sound effects are 
quite good. 

My only complaint about Machine 



where you are at and where you’ve been. Hunter is that it occasionally blunders over 
Machine Hunter was developed by that thin border between fun and frustra- 
Eurocom, a British development group which tion (why don’t they just put up a damn 
has done a handful of arcade-game con- fence already?). There are five difficulty lev- 
versions to home systems (Super Street els, but even the Medium setting had me 
Fighter n Turbo for the PC, Ultimate Mortal cussin’ like a sailor. Either age is taking 
Kombat 3 for the Saturn, and 

that's a very good thing; the I jfe ,!: *\Jt. ; iy 11 

man has a knowledge of video \ 11 

Hunter, from the obvious Loaded l ^ 


Syndrome, and it’s always the II 72TJ; *■ \ -li |&f i 

best parts of each. ||- ' ' ! * A. iaD " II 

The graphics are very good, 
but fall a shade under spectac- ~ 

uLar. The explosions are good, the robots look its inevitable toll on my gaming skills (us 
good, and the action moves at a fast, smooth gamers are like gymnasts, man —18 years 
pace. There are four views of the action, two old and you’re over the hill), or Machine 




of which rotate the screen around you, and 
two of which keep a fixed viewpoint; the 
fixed view is better from a gameplay stand¬ 
point, but the rotating view is more visu¬ 
ally impressive. (In Machine Hunter’s 
two-player split-screen simultaneous mode, 
each player can use a different viewpoint 
with no slowdown whatsoever.) And since 
I’m a sick puppy (in fact, I proudly display 


Hunter is tuned a bit high. 

Still, I always prefer a game that’s chal¬ 
lenging to a game that’s not, and Machine 
Hunter’s addictive gameplay is well worth 
the occasional teeth-gnashing moment. It’s 
a shooter with brains, beauty, and enough 
depth to keep you playing until your hands 
are permanently gnarled into a holding-a- 
PlayStation-controller position. 

Zach 


'rtuaj 


\ always prefer a game that's challenging to a 
game that's not, and Machine Hunter's addictive 
gameplay is well worth the occasional teeth- 
gnashing moment. It's a shooter with brains, 
beauty, and enough depth to keep you playing 
until your hands are permanently gnarled into 
a holding-a-PlayStation-controller position. 































































































in the PlayStation 1 s 512x240 mode, 
in a completely polygonal environment 
with polygon characters. Greg and I were 
talking about this game one day and I 
think he said it best, when describing 
the look of the game, he referred to it 
as "whimsical." Cool, works for me. The 
characters are cartoon-style, with a min¬ 


© 1997 KONAMI CO.. 


Konami never ceases to amaze me. 
For a relatively small company, they 
have consistently shown a willingness 
to take chances, try new ideas and re¬ 
think tried-and-true themes. The lat¬ 
est game from the publisher continues 
along this path, in the form of 11 Poy- 
Poy. 11 Although this game is hard to clas¬ 
sify and won't immediately claim 
attention at retail stores, among its big¬ 
ger name competitors, it is an enjoyable 
diversion that makes its case as a "party- 
game. " 

There is no mistaking what Poy Poy 
is... it is a four player party game — 
and a variation of the classic grade 
school game, Dodge Ball. While there is 
a one-player, tournament mode in Poy 
Poy, this is not where the game shines 
(although this mode is credible in its 
own right). The player(s) is offered the 






PUBLISHED AND DEVELOPED BY KONAMI 




imum of textures — the 
design team having opted for 
a cleaner, Gourad-shaded 
look. The backgrounds /are¬ 
nas have different themes, 
from low-tech to hi-tech and, 
while each offers different 
objects to hurl at your oppo¬ 
nents, they all do essential¬ 
ly the same thing. There are 
small rocks and bigger rocks, small logs 
and bigger logs, small bombs and big¬ 
ger bombs... you get the idea. You can 
also pull-off " combo" moves in that you 
can, for example, chuck a rock into a 


choice of competing as one 
of eight different male or 
female characters, and can 
choose to enter either 
Exhibition play or the Poy 
Poy Cup. There are options 
for the number of rounds 
and speed settings for the 
other competitors, the abil¬ 
ity to equip with a special 
Glove that allows each player an 
advanced move. There are five differ¬ 
ent Stages to battle in, and different 
Classes (difficulty levels). 

Graphically, the game is presented 
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bomb, triggering an explosion, and. doing 
damage to one or more of the com- 
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petitors. This will usually release power- 

ups for health, etc. In addition, most of Hits, gettin 1 a little luck on your side, 
the arenas are alive in the sense that hut finishing dead last, survival-wise, 
there are spaceships, T-Rex 1 s, penguins, and end up posting the highest dollar 


etc. that will attack you with¬ 
in the field of play. In the Roy 
Poy Cup, the arenas are ran¬ 
domly selected, after you 
choose a competition level 
(Junior Cup, Senior Cup, etc.) 
and each arena has a host 
competitor. 

The game is decent fun 
in one player mode, against 
three other computer con¬ 
trolled players; but Poy Poy 
was meant for multiple 
human players and that 1 s 
the way it should (and will) 
be played. There really is no 
deep strategy to it... you 
want to run fast, jump or 
duck at the appropriate time 



and try to attack the other guy s when total — which you have to do if you want 


they are grouped together. The game to move on to the next round. 


awards aggressive behavior... to the All in all, Poy Poy is good multi-play- 




point where you can actually win a 
round without being the last man (or 
woman) standing. How is that possible? 
In Poy Poy, players are awarded prize 
money (which they can later use to buy 
better Gloves) in three different cate¬ 
gories: Direct Hit Bonus, Luck Bonus 
and Round Bonus. So, you could make 
the dough by generating some Direct 


cr 




er fun that is not particularly taxing to 
your remaining gray matter. Purchase 
is going to depend upon whether or not 
you 1 re a multi-player gamer and upon 
your thirst for something fresh and a 
little quirky. In any case, it's worth tak¬ 
ing a look at the rental counter and it 
is a unique addition to the PlayStation 
software library. 


Dave 
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lor 2 
Players 
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Ail in all, Poy Poy is good multi-player fun that 
is not particularly taxing to your remaining gray 
matter* Purchase is going to depend upon whether 
or not youVe a multi-player gamer and upon your 
thirst for something fresh and o little quirky* In 
any case, it's worth taking a look at the rental 
counter and it is a unique addition to the PlayStation 
software library* 





































































































PUBLISHED BY SIR-TECH — DEVELOPED BY TEMPEST 


If, like me, you more than occasion’ 
ally dabble into the realm of computer 
entertainment, you’ve probably heard of 
Sir-tech Software. They're the oldest, fully 
independent game company in the indus¬ 
try, having prod uced computer games since 
1981, including the all-time classic 
Wizardry series of role-playing games. 
But, while other ancient companies have 
occasionally dabbled (Sierra On-Line) or 
downright jumped (Electronic Arts) into 
the videogame market, Sir-tech has never 
released a videogame — until now. 
Excalibur £555 A.D. is the first PlayStation 
title in a long-term distribution agreement 
between Sir-tech and the European game 
company Telstar, and it’s a lovely debnt. 

With its combination of a spiffy 3D 
game engine and a female protagonist, 
you might be catching a whiff of Eau de 
Tomb Raider, but don’t be tooled; Excalibur 
is way different. For starters, ^ 
the lovely lass in Excalibur j| 

£555 has a realistically pro- I 
portioned bosom. (I'm not | 
saying that' s a GOOD thing, , -v >: k * 

but it's different.) For anoth-1 * ’"r 

er, she doesn't tote around I 
twin pistols; she hauls off I 
and whacks her enemies 
with a massive broadsword 
she's always clutching at the ready And, 
lastly, Excalibur has more interaction with 
other characters, and many more item- 
based puzzles than Tomb Raider, giving 
the game a strong adventure/KPG feel. 


So, what's the story, morning glory? 
(Been listening to my Oasis CD too much 
lately;) Time bandits from the future have 
raided Britain' s proud past and stolen the 
mighty Excalibur, those jerks. Your job is 
to retrieve the blade and return to your 
ancient era, before the fabric of space- 
time is torn asunder and the universe, as 

we know it, ceases to exist. 

■ Either that, or Pauly Shore 

M clones himself so he can con¬ 
tinue to make movies for 
decades come. Both possi¬ 
bilities horrifying! 

The controls are very 
• ♦ straightfoward: SELECT calls 

_____ up a map of the current level, 

□ makes you run, X interacts 
with a person in front of you, and O has 
you use an item. The L and R buttons 
let you toggle from a normal to a fighting 
stance, and switch from a behind-the- 
shoulder viewpoint to various remote cam- 


- -- ■ 















































EXRAT ED • Page 71 


and hack at each other, which doesn 1 1 
even come close to the adrenaline rush 
of combat in that OTHER action/adven¬ 
ture game with a British chick. The graph¬ 
ics are also a hit on the unpolished side, 
although Sir-tech says the U.S. version of 
Excalibur (the European version shipped 
in March) will have touched-up graphics. 
Exactly how touched-up, I dunno, but I 
would suggest they make the heroine of 
the game a little more attractive. (She's 
downright butt-ugly in the game 1 s full- 
motion-video clips.) 

My only other complaints: the over¬ 
all storyline of the game is somewhat 
hard to follow, and the ending sequence 
SUCKS, something this game and Tomb 


era viewpoints (a la Resident Evil). You 
can reconfigure the buttons at your whim. 

In each of the game's 12 levels — 13, 
technically, but the last one 1 s just a boss 
battle — you wander around several dozen 
rooms, killing enemies, picking up and 
using items, and talking to __ 
the folks of the 25th centu- IpSaiiia 
ry, who range wildly from || . 

witches to undertakers to II ^.■ 

freedom fighters (usually in II * I 
the same level). D 

A typical level has you II 
retrieving items and II 
exchanging them with char- II 
acters for other items such I 
as keys or healing potions. II < 

(Two different characters, in I 
the first three levels, each I 
give you something in I 
exchange for a bottle of booze I 
— did Jack Daniels work a I 
product-placement deal?) You I 
can also cast the occasional I 
spell by mixing together 
ingredients. Che first couple levels are Raider definitely have in common. When 
cake, but from level 3 upward, there's you get through a game this big, you're 



a lot more to do and a lot more rooms 
to explore. Expect to log 20 to 30 hours 
of play regardless of whether you're a 
newbie or an expert. 

Unfortunately, the game' s frequent 
combat sequences are adm ittedly kind of 
cheesy. You and your enemy (even when 
you're attacked by multiple baddies, the 
others politely stand nearby, as you fight 
one of them at a time) just stand there 




expecting a fancy pay-off, not a cheesy 
FMV clip that 1 s mostly scrolling text (?) 
and leaves you with a cliffhanger instead 
of a satisfying conclusion. Still, these are 
all minor flaws in an otherwise very fun 
adventure game with a very British fla¬ 
vor. With its abundance of puzzles and its 
amusing voiceovers, Excalibur 2555 A.D. 
is an excellent game, and a sweet debut 
for Sir-tech and Telstar. 

ZSLGh 
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COMPATIBILITY 


1 

Player 


My only other complaints: the overall storyline of the game is 
somewhat hard to follow, and the ending sequence SUCKS, some* 
thing this game and Tomb Raider definitely have in common* 
When you get through a game this big, you're expecting a fancy 
pay-off, not a cheesy FMV clip that’s mostly scrolling text (?) and 
leaves you with a cliffhanger instead of a satisfying conclu¬ 
sion. Still, these are all minor flaws in an otherwise very fun 
adventure gome with a very British flavor* With its abundance 
of puzzles and its amusing voiceovers, Excalibur 2555 A.D. is an 
excellent game, and a sweet debut for Sir-tech and Telstan 








































































PUBLISHED AND DEVELOPED BY MIDWAY 


Midway is finally releasing the 
Playstation version of their arcade hit, 
NBA Hangtime. For those of you who are 
not familiar with Hangtime, it runs off of 
the same engine as Acclaim’s NBA Jam 
series, and is a similar type of two-on-two 
dunkfest that the Pepsi Generation seems 
to endorse. 

Why the same basic game from two 
different publishers, you ask? Well, it has 
to do with some licensing agreement that 
goes back a few years, but I don’t want to 
get into that too heavily. Suffice it to say 
that the two games play remarkably sim¬ 
ilar, but Midway has thrown in some new 
additions for their version. The most dra¬ 
matic option that Midway has included 
is the create a player option. With this 
choice comes the ability to create your own 
player, based on several different attrib¬ 
utes, like height, speed, weight, shooting 
ability, power, steals, blocks 
and dunks. You start off with 
forty-two attribute points 
that can be spread out 
amongst these variables. The 
cool part is that by playing 
through the game, you can 
increase the level of attribute 
points and continually 
upgrade your player, until 
you’ve created a monster (or the next 
Bernard King)! In the create player mode, 
you can customize the look of your guy 
with the many different faces that Midway 
has put in, ranging from a werewolf look¬ 


ing thing, to a space alien, to little school 
kids. Also unique to NBA Hangtime, is the 
fact that you will receive an NBA trivia 
question after each game, which, if 
answered correctly, will give you “trivia 
points” that can eventually add up to get¬ 
ting ten extra attribute points (you will 
need 100 trivia points). And, lastly, you 

can get even more attribute 
points by winning four games 
in a row. These features give 
the game a longer shelf life, 
but don’t necessarily improve 
the overall gameplay. 

Basically NBA Hangtime 
plays pretty much like the Jam 
series, with the exception of 
an added spin move and “dou¬ 
ble dunks”, The double dunk feature comes 
into play when your guy is going in for 
the slam and you think it might get 
blocked, you can dump it off to the other 
guy for a jam of his own (if he was trail- 
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hooks and some smooth finger rolls that 
even the Iceman would be proud of. The 
play by play is also very reminiscent of 
the Jam series, with trademark calls of 
“Boom-shaka-laka” and “he’s on fire.” 
There’s also the very lame, suburbanesque 
“he’s got skills” and “he grabs the rock.” 
Please, gimme a break! Those phrases 
could have been better used with NCAA 
Final Four. Of course, I’m still waiting for 
an announcer to blurt out the wonderfully 
hip playground idiom: “I am Audi 5000.” 
And no, I’m not real clear on what that 
means, either. Did I mention that, after 
you have created a player, you can assign 
him one of the two dozen or so nicknames 
that the announcer will use for him dur¬ 


ing you and jumped in the air behind you). 

This makes for some pretty exciting action, 
and is a good way to keep from getting 
rejected. The basic engine is unchanged; 
you’ll notice that the computer always 
makes a hectic comeback at the end of the 
game, whether or not you turn 
the computer assist option on j™ 1111 "" 
or off. It’s very reminiscent of I g fl ( 
the very first basketball game j 
ever, Basketball, for the Atari I *** 

2600. If you were down a cou- I “ 
pie of points, the computer | v 
opponent just kind of walked * 1 fi 

around the court, unaware 
that you were driving straight 
to the hoop for an easy buck- 

et. However, if you were ahead __ 

by more than a couple of •jjjjEgmr 
points, the little character dude 
went absolutely ballistic! It ■ — 

would gyrate back and forth, 
like nine million mph, and steal ' 

the ball away from you 
instantly Well, not much has 
changed in twenty years, because the com- ing the game. For instance, choose the 
puter opponents in Hangtime (and Jam, nickname “Hammer” and, every time you 
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etc.) do the same things! Certainly frus¬ 
trating at times, but not unbeatable. The 
players in Hangtime are of the digitized 
sprite variety; with Jam Extreme, Acclaim 
went to the polygon players. For my taste, 
the sprites work just fine in a game like 
this, although the digitized, texture mapped 
faces blend a little better with the poly¬ 
gon characters. The players shoot lean-in 
jumpers, fade-aways, sweet little baby 


touch the ball, the dude will say “Hammer’s 
got the ball.” It adds a little personaliza¬ 
tion to the game, dont’cha think? Although, 
I am saddened that “Butt Boy” wasn’t one 
of the choices (see July’s TOC — thank 
you very much, Toolie). 

All in all, NBA Hangtime is a decent 
amount of fun, albeit fun that you’ve had 
before. Next time, maybe three on three, 
four on four, hit the floor? 

Eric 
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Basically, NBA Hangtime plays pretty mutt 
like the Jam series, with the exception of an 
added spin move, and "double dunks" All 
in all, NBA Hangtime is a decent amount of 
fur^ albeit fun that you've had before. Next 
time, maybe three an three, four on four hit 
the floor? 
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If you think about all of the gaming 
categories on the PlayStation, that are 
flooded with quality titles, flight sims gen¬ 
erally don’t come to mind. In fact, with 
the exception of Virgin’s “Agile Warrior” 
and “Black Dawn”, this category has been 
remarkably average in the two year lifes¬ 
pan of the system. (Honorable mention, 
however, goes to “Top Gun”, based sole¬ 
ly on the blistering pace of the game.) 
Air Combat from Namco was one of the 
original titles for the PlayStation and, 
while not a bad game, wasn’t exactly a 
memorable one either. Past forward two 
years and we’re presented with the 
sequel, Ace Combat 2.1 know what you’re 
thinking, but the original was called Ace 
Combat in Japan and the powers that be 
at Hamco decided to keep everything the 
same this time around. 

So, what’s new with the sequel besides 


If I had one serious complaint with 
the original, it would be the agonizingly 
slow pace of the game; you got absolute¬ 
ly no sense of speed with the aircraft. 
Half the time, you’d get bombers and 
radar planes whizzing by so fast, that 
your little supersonic jet just didn’t have 
a chance of catching up. Let’s face it, 


PUBLISHED AND DEVELOPED BY NAMCO 
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the name? Well, besides new 
aircraft and missions, you 
get a slightly increased 
frame rate and a much 
sim like” environ- 


whether it’s arcade action or 
sim realism, a fighter is 
always faster than an early 
“ J warning radar plane. With the 

sequel, this has been reme¬ 
died somewhat, but it still 
lacks the speed of Top Gun. 
Additionally, this time around 
there is no bouncing off of the 
water; if your plane hits the 
water, you die, if you sideswipe a build¬ 
ing, you die. Visually, the sequel is great¬ 
ly improved. The planes look like the real 
thing, including the color schemes. The 
backgrounds are absolutely gorgeous, 


more 

ment; however, you do lose I 
the very cool two player I & 

mode. The basic premise of I 
the game has remained the 
same, however, which is to 
take to the skies and wax your enemies 
with a combination of missiles and 
machine guns, earn some cash, buy a bet¬ 
ter plane and go back and kick some more 
butt. 
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unlike that ugly green backdrop used I T 7 r II 

in most of the original missions, and the | , ! • '. ’ ' ■ ' ^/y , *_ _]| 

explosions are on par with the best ever 

made (read: Agile Warrior). The missions there is almost no pop up, even with rapid 
are fairly typical for this type of game, scenery changes. The cornucopia of air- 
but it’s also the one area of the game craft to choose from as well as the wide 
that has changed the most. 

The missions range from sim- '"m—mmm 
pie dog fighting scenarios to 
multi-tiered attacks with addi- * 
tional air support. The addi- I 
tional air support comes in 
the form of the ability to use 
a wingman on certain mis- 8 
sions. You have your choice 
of a couple of different com- * 

panions, each with their own 
set of skills and aircraft. In 
addition to offering you a lit¬ 
tle advice while in the air, 
they will also occasionally y 
step in and wax a few of your 
opponents. Although, this can ,. v ». 
definitely help you out, it sure «<inm 
doesn’t take the place of a two ~ 
player mode. Additionally, when you use 
a wingman, if you beat the mission, a 
portion of your earnings are deducted 
for the help. (Gee, what ever happened 
to patriotism?) 

Although I still have a few minor 
complaints, such as the inability to do 
a barrel role and planes that are still too 
slow, this game is so much better than 
any other airborne shooter on the mar¬ 
ket, it’s ridiculous. The graphics are cut¬ 
ting edge for this category of gaming; 


variety of mission assignments make for 
extended periods at the controls and a 
longer than average shelf life. The game’s 
not perfect; complete maneuverability 
and enhanced speed characteristics, with 
more opportunities to land at sea and, 
of course, bringing the two player mode 
back, would vault Ace Combat 2 into the 
rarefied air of Platinum status. As it 
stands, however, it’s a rock solid title that 
should appeal to most PlayStation own¬ 
ers. A definite purchase! 
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mission assignments make for extended periods at the controls 




and a longer than average shelf life* The game's not perfect; com- 
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The graphics are cutting edge for this category of gaming; there 
is almost no pop up, even with rapid scenery changes, The cornu* 
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plete maneuverability and enhanced speed characteristics, with 
more opportunities to land at sea and, of course, bringing the 
two player mode back, would voglt Ace Combat 2 into the rarefied 
air of Platinum status* As it stands, however, it's a rock solid title 
that should appeal to most PlayStation owners. A definite purchase! 
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screen). Get cool on all six levels and 
yon reveal a cute little surprise which 
I’ll save for the Execute section. 

PaRappa's graphic style is com¬ 
pletely unique; all the characters are 
paper-thin cutouts (which supposedly 
ties into the name — I'm told "parap- 
pa" is the Japanese for 11 paper-thin") 
gyrating against 3D backgrounds. You 
don’t really notice the graphics while 


you ’ re playing, since you' re too busy 





same sequence and — here’s the tricky watching the top of the screen. As a 
part for white boys like me — with the spectator, you can really appreciate the 
same rhythm. The meter in the lower- vivid color and the sense of style, such 
right corner shows how you 1 re doing; as the silky-smooth camera movements, 
if your timing sucks, the meter goes As mentioned earlier, the music is great, 
from Good to Bad to Awful, and your and the sound effects are excellent — 
teacher gets .increasingly 

selling stuff It a flea mar- I | 

ket with a Rastafarian frog, I 
and baking a cake with a I 

munS U variity a in the' fifth L ^ *-* J -TP^ 1 , 

bizarre level, PaRappa has Ig * ^ II 

in line with the four teach- 
ers at a gas-station bathroom 

(!), trying to cut ahead of them before there isn't a crappy rapper in the 
his sphincter gives way. In the sixth bunch. 


I 

* 


and final level, a deadlocked octopus I don' t believe I' ve ever before 




is the master of ceremonies at a groovy 
party where PaRappa chants " I gotta 
believe! ” for the assembled crowd. When 
you 1 ve beaten the game, you can go 
back and play the levels again, this time 
trying to finish the level with a Cool 
rating by doing freestyle rap (which 
makes your teacher so insane with hap¬ 
piness that he or she flies off the 


begged readers to buy a game I've 
reviewed, but for PaRappa, I'mon my 
knees, folks. Buy this game and prove 
to SCEA that those focus group peo¬ 
ple were mentally challenged. Prove 
that the American market appreciates 
originality. (Unless, of course, you PRE¬ 
FER that game companies release three 
dozen driving games a year...) 
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I don't believe I've ever before begged readers 
to buy a game I've reviewed, but for PaRappa, 
I'm on my knees, folks. Buy this game and prove 
to SCEA that those focus group people were men¬ 
tally challenged* Prove that the American mar¬ 
ket appreciates originality. (Unless, of course, 
you PREFER that game companies release three 
dozen driving games a year..,) 
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One of the many benefits of owning 
a Sony PlayStation is the opportunity to 
obtain true arcade quality conversions 
of some of your favorite games. Capcom 
and Namco have made a living off of 
bringing the arcade experience to the 
comfort of your own home, and now 
Konami is set to join the fray with their 
release of Lethal Enforcers 1 and 2. 
Much like Midway’s Area 51, Lethal 
Enforcers was a hit in the arcades and 
is almost an exact duplication of the orig¬ 
inal title. The real bonus, however, is the 
inclusion of the origina l’s sequel, Lethal 
Enforces II, on the same disc. It’s like 
getting a free play when the machine 
jams up at the arcade. 

Although the Lethal Enforcers series 
seems to be a little dated at this point 
(the original home versions were avail¬ 
able on the SEES, Genesis and Sega CD), 


varmints in five different levels. In this 
regard, Lethal Enforcers I and II are no 
different than any other arcade light 
gun shooter. Shoot ‘em all dead, try not 
to hit the innocents, pick up the upgrades 
and wax the end of level boss; and all 
of this is presented in splendid side 
scrolling fashion. 



there is still an undeniable 
attraction to this arcade 
classic. In the originaL game, 
you have your choice of five 
extremely long missions, 
plus a training mission, 
ranging from a bank rob¬ 
bery to chemical plant sab¬ 
otage. Each level has an end 
of level boss and weapons 
upgrades found throughout the action 
(the shotgun is without a doubt the 
weapon of choice). With Lethal Enforcers 
II, the setting is in the old west and you 
get to shoot it out with all kinds of 


Graphically, there is noth¬ 
ing revolutionary here; it’s 
your typical digitized char¬ 
acters set up against a FMV 
environment; unlike Sega’S 
Virtua Cop and Eamco’s Time 
Crisis, which are both pre¬ 
sented in beautiful 3D. What 
makes it interesting, howev¬ 
er, is the overall variety of 
backdrops and the challenging situations 
the shooters are put in as they progress 
through the levels. Humor is abundant 
as well. Be sure and look for the prince 
of poultry in the China Town assault 
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level; you can’t help hut laugh at this 
one. 

The gameplay is no different than 
the arcade versions you’ve been play¬ 
ing for years; just boot it up, point and 
blast away. One of the nice things about 
reviewing a light gun game 
is the opportunity to play it JS|^* 
with all of the different guns || ip o< 
available and see how it II 
affects the gameplay. It 
amazes me that a system I 
that went a year and a half I 
without a light gun, now has I .-V - 

five in a matter of months. I '. : • ■ 

Up to this point, I've been 8 •' * — 

somewhat partial to I Hi 
Konami’s gun, basically I 
because it felt the most com- |HH| 
fortable after extended peri- 
ods of gun fighting, and 
seemed a tad more accurate j 
than the others. The newest j 
gun we’ve used is the Nuby 
Virtual Gun. This gun looks 
and feels almost exactly like the Sega a fun romp, you’ll more than likely put 
Gun. It has one distinguishing feature, it away after you beat it the first time. 


spraying bullets like Rambo at a postal 
convention. 

Although Lethal Enforcers I 8e II is 
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however, that makes it the weapon of 
choice (at least for cheaters anyway). 
The “machine gun” feature allows you 
to spray an unlimited amount of bullets 
by just keeping the trigger held back. 
This comes in handy when you meet the 
end of level bosses, but does cost you in 
the accuracy department, as it becomes 
much harder to distinguish between the 
good guys and bad guys when your 


The addition of the sequel will give you 
more playing tome than most of the other 
gun games on the market, but you just 
can’t escape the feeling that you’ve 
played this game many times before. 
If you’ve never experienced this game 
in the arcade, or are looking for a good 
2D shooter, Lethal Enforcers makes 
sense as a purchase but, for everyone 
else, it’s rental only. 
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r* 


than likely put it away after you beat it the first time. The 



addition of the sequel will give you more playing time 



than most of the other gun games or the market, but 
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this game many times before. If yoc ve never experh 
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Of all the game companies to pub¬ 
lish a fighting game, Koei has to be the 
most unlikely to compete in this arena. 
The developer/publisher has created 
a beautiful we&pons-based fighting game, 
based on characters from their popu¬ 
lar strategy series: Romance of the 
Three Kingdoms. Koei, known for mak¬ 
ing great strategy games and being as 
close to historically correct as possi¬ 
ble with their titles , has jumped on the 
fighting bandwagon by bringing us 
Dynasty Warriors (hey, if Square can 
do it, so can they). With Dynasty 
Warriors, Koei has finally ventured out 
of the historical simulation software 
that has met with much success in 
Japan, and very little in America. In 
addition, it is only their second 
PlayStation title. Up to this point, Koei 
has put all its chips on the Saturn and, 


pure*; ^twp t pmTTnn 
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nice SG prolog introduces the game and 
each of the 13 characters (10 playable 
at the start, the other 3 are found by 
beating the game with each charac¬ 
ter) have their own animated ending 
(a-la Tekken 2). 

At first glance, you may think 
Dynasty Warriors is just another 11 get 


f -e 



— 



from what we've heard, 
done well with it, but it 
looks as if times are a 
changin'. 

So... I l m sure you're 
asking " How' d they do?" 

Well, let me teU ya... darn 
good! Dynasty Warriors 
features crisp graphics, 
ultra-smooth animation, 
detailed backgrounds, moving camera 
angles, fun combos, a cool techno sound¬ 
track (techno was big in third-century 
China), and superb controls that defi¬ 
nitely rival that of the competition. A 


some cool characters, throw 
in some moves, add a fea¬ 
ture or two fighting game." 
But, after playing it for a 
while, you 1 11 find there are 
unique elements that make 
this game different. First 
off, two of the four action 
buttons used to perform 
moves are block buttons — 
allowing for three different kinds of 
defense moves. One is a normal block, 
which is performed by standing still, 
the next is a party that knocks the oppo¬ 
nent 1 s arms up — leaving him open for 
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acter, Dynasty Warriors makes for a 
well rounded fighter that has enough 
new features to differentiate it from the 
pack. 

OK, now for the weaknesses. The 
only things keeping Dynasty Warriors 
from getting Gold is the lack of kick 
moves and the fact that the game could 
really use a few more characters 
(there 1 s only one woman and she' s not 
in leather). So, if you can get over these 





an attack, and the last is a move where small problems, you've got yourself e 
you grab the opponent and spin him near perfect fighter, 
around you — leaving him wide open The direct comparison to the cur 
for a combo or grab from behind. The rent category leader, Namco’s Sou' 
latter of the two defense moves requires Balde, is as follows... Dynasty Warriors 
precise timing and execution, forcing holds its own with unique gameplay ele 
you to constantly be on 
guard for a number of pos- |P®“» 
sible situations. This feature H °'* bc 
adds a balance of offense and || ^ / ■ * 

■f urt 

defense not found in similar ■ " 
games. Secondly, Koei could- I 
n't let a game go out with- I 
out some sort of historical I / 
weaponry. If you are not H /" 
familiar with the Romance IT 
of the Three Kingdoms || 
series, “the Three Kingdoms*’ I 
refers to the three major H 
powers of third century H 
China. So, that means each H. 
character is armed with an |j\ 
historically correct third-cen- H 
tury Chinese weapon — such |L_X=jjj 
as a spiked club, long swords, 
different spears, and even maracas (the 
Chinese version). The character design 


ments, precise control and superb graph¬ 
ics, but the lack of additional characters 
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is cool (especially if you’re familiar with 
the series), featuring a nice choice of 
formidable looking warriors — each 
with their own distinctive battle cry and 
style. Lastly, with the additional 11 spe¬ 
cial combo l[ power bar, which lets you 
pull off super combos once your bar 
reaches max (it's nothing new, but it's 
cool anyway), and brutal finishing 
moves (no blood... sony) for each ehar- 


and kick moves is very noticeable and 
always leaves you wanting more. Koei 
should be commended for a great game, 
but Soul Blade remains #1 in the 
weapons-based fighting genre, because 
of it 1 s varying modes of play and char¬ 
acters. Dynasty Warriors is a welcome 
addition to any gamer's library espe¬ 
cially if you like fighters and Koei’s 
sense of (abridged) history. 
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The direct comparison to the current category leader, Namto's l 
Soul Balde, is as follows.** Dynasty Warriors holds its own 
with unique gameplay elements, precise control and superb 
graphics, but the lack of additional characters and kick moves 
is very noticeable and always leaves you wanting more* j 
Koei should be commended for a great game, but Soul Blade 
remains #1 in the weapons-based fighting genre, because 
of Ws varying modes of play and characters* Dynasty Warriors 
is a welcome addition to any gamer's library especially if 
you like fighters and Koei's sense of (abridged) history* 
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The PS Extreme Historical Ranking Chart 

EXCAVATE is the section where we dig up the last six months of our old ratings and present them on one easy-to-read page, along 
with a little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as a reference for 
those older games that you might have missed (or wish you had). 
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SIM MU® 

NFL Gameday ‘97 

February 1997 

99% 

Rage Racer 

April 1997 

98% 

Soul Blade 

March 1997 

98% 



Carnage Heart 

March 1997 

97% 

Ten Pin Alley 

February 1997 

95 c 

Namco Museum VoL 3 

February 1997 

94 1 % 

Powerslave 

February 1997 

93% 

Ballblazer Champions 

May 1997 

93% 

Crusader. No Remorse 

March 1997 

92% 

Need for Speed II 

June 1997 

92% 

Nanolek Warrior 

July 1997 

92% 

Vandal Hearts 

April 1997 

91% 

Broken Helix 

May 1997 

91% 

Thunder Truck Rally 

June 1997 

91% 

Norse by Norsewest 

May 1997 

90% 

Triple Play 98 

June 1997 

90% 


mh 


VR Baseball ‘97 

May 1997 

89% 

Mech Warrior II 

April 1997 

88% 

Here's Adventures 

June 1997 

88% 

Swagman 

June 1997 

88% 

Psychic Force 

February 1997 

87% 

Spider 

March 1997 

87% 

Super Puzzle Fighter If Turbo 

February 1997 

86% 

Persona 

February 1997 

86% 

Area 5 1 

February 1997 

85% 

Cool Boarders 

February 1997 

85% 

Project X 

February 1997 

85% 

Tempest X 

February 1997 

85% 

Virtual Pool 

February 1997 

85% 

The Atari Collection 1 

February 199 7 

85% 

Command & Conquer 

March 1997 

85%. 

Test Drive Oft Road 

April 1997 

84% 

Rebel Assault 

February 1997 

84% 

Wild Arms 

May 1997 

84% 

VMX Racing 

May 1997 

84% 


TIN 


Battlestations 


The City of Lost Children 


The Crow 


Incredible Hulk 


Dragonhead 


NCAA Final Four 
Batman Forever 


WHAT DO ALL THOSE NUMBERS MEAN? 



May 1997 


Apnl 1997 


May 1997 


March 1997 


March 1997 


June 1997 


March 1997 


Goal Slorm 97 

May 1997 

84% 

NBA Shoot Out ’97 

May 1997 

84% 

Big Bass World Championship 

June 1997 

84% 

Wing Commander IV 

May 1997 

83% 

Reloaded 

February 1997 

83% 

Peak Performance 

March 1997 

83% 

Namco Museum Volume 4 

April 1997 

83% 

Overblood 

June 1997 

82% 

Mass Destruction 

June 1997 

82% 

Battle Arena Toshtnden 3 

June 1997 

82% 

Xevious 3D/G+ 

June 1997 

80% 

WCW vs the World 

May 1997 

80% 

Tigershark 

March 1997 

80% 

BRONZE GAMES 

ISSUE 

RATING 

Open Ice 

March 1997 

79% 

Tail of the Sun 

June 1997 

78% 

Descent Maximum 

Aoril 1997 

77% 

Brahma Force 

May 1997 

77% 

League of Pam 

May 1997 

77% 

Grand Slam Basebal’ 

June 1997 

77% 

Rush Hour 

June 1997 

76% 

Sentient 

April 1997 

76% 

Megaman 8 

April 1997 

76% 

The Divide 

May 1997 

76% 

Crypt Killer 

April 1997 

75% 

Rally Cross 

May 1997 

75% 

Independence Day 

April 1997 

74% 

All Star Baseball 9? 

July 1997 

71% 

Hexen 

April 1997 

70% 


HATING 


69% 


67% 


62° 


60% 


30% 


22 °, 


15 % 


98 - 100 % 

The ultimate gaming 
experience. 



90 - 97 % 

"Must buy" games, each 
carries our editor’s seal of 
approval 



80 - 89 % 

Good games, but lacing 
in some area, for farts of 
that style of game 



70 - 79 % 

Mediocre titles that 
suffer from some serious 
flaws Rent - don: buy 



0 - 69 % 

Tin games are to be avoided 
at ail costs Only die-hard 
gamers would buy these 
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